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very impressive indeed." 

-EQM 


Af Raziel, stalk the shadows of 


torches. Drown them in vvater. 


Morph oitfo the spectral plane 
and confront unique enemies and 
gameplay challenges 


them, you must feed on their 


the ruin of your creator, Kain 


Seamless gameplay: No load|ti|tTtes 

Shift real-time between the material 
and spectral planes 


Dark gothic story 


Vampire fans get ready - Soul Reaver 
could be the ultimate thriller..." 

-QamePro 


PlayStation 









































July 1333 


HTT’P? 




^ THAT'S ^ 
IT, STAY 
AWAKS FOR 
ON0 MORB 
. SECOMP... , 


come as any surprise to us at all. We'd already blown 
out games like Ape Escape and Dine Crisis over the 
past few months. Still though, just the sheer number 
of PlayStation games was impressive enough, and 
next issue we're gonna run shots of all of 'em. If you 
saw our E3 special last year, then you know that 
nobody else can cover the Big Show as complete as 
we can. I mean, those other guys must have lives or 
something. We just eat, sleep, and breathe PSM. Yeah. 
I know it's sad, but you get to reap the benefits! 


^ llll I sit down 

MikJ to write this, I've 
just had time to get off the plane and 
grab a bite to eat—I need sleep! E3 was a 
blast, and there were hundreds of new PlayStation 
games to look at. We weren't planning on running any 
show coverage until our big feature next month, but I 
managed to hold off on sending this one page to the 
printer until the last possible second, to give you guys 
just a taste of what lies in store for next issue. 

Actually, we've been so on the ball with our 
game coverage, most of the really big titles didn't 


I While dfiefe 

I s^rises for loyal PSM readers, €3 
I did give us a chance to try the latest 
I versions of the year's biggest games. 
A lot interesting info and juiev 
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tvery issue, we 

jnew games with today's hottest 
illustrators to create the PSM cover. We 
take pride in having original artwork, to 
present our magazine at the highest 
possible level. 

In PSM's continuing quest for the 
best art, we bring you Chris Bachelo, of 
Generafibn Xfame. For more of Chris' 
art, check out The Witching Hour from 
Vertigo and in his upcoming stint as a 
Cl iff hanger! The series; "Steampunk" 
previews this summer. And yes, that's a 
quadruple crown of Cliffhanger/PSM 
cover artists, for the record! 
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Favorite Summer Activity; 

'K-Ckb" teck OT tse 

ft© hcn'wcjdt... 

Sy?f^ w bfe^ is the feestf 


GREAT SCOTT! \ just 
heversT to work Im woeks! 
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Likes: 

Hollies; Olf^ 

Favorite Summer Activity: 
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Stratesv Editor 
Likes: Rac?j>^ Stiootors 

Hobbies: 

AotTon Rgyfes 

Favorite Summer Activity: I 

do ei ^ s@i!T!e stiit 1 tse 
rest cf esopt 5 woeir 

iess Oh yeeh, them 
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Reviews Editor 
Likes: RPG,A£lies'itofe!, 

Hobbies: Gantes.^ etee? 

Favorite Summer Activity: 

f'fesshing beats ^ 'fee a 
co^ BPG, but ®$ (fey 
eooiss off eod oorms m„ 

\ like to stop sj|3) the fiece wiith e 
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IMAGINE GAMES DIVISION; 

President Jonathan Simpson-Bint 

(PC Gamer, imagme Games Network, 

PSM, PC Accelerator, /Vexf Generatiof], 

The Den: Daily Emendhrr)ent Nelwrk) 

IMAGINE DIGITAL DIVISION: 

President Mark Gross 

(Busirress 2.0, ChickClick, Mac Addict, 
Maximum PC, PowerStudents Network) 

tmagtne Media is at aimed people who have a passion. 
A passion for games. For bosiness. For computers. Or 
for the Internet. These are passions we share. 

Our goal is to feed your passion with the greatest 
magazines, Web sites, and CD-ROMs imagmahie. 

We tove to innovate, we fove to have fun, and we 
have a cast-iron mie af ways to deiiver spectacutar 
editoriai value. That means doing whatever it takes 
to give you the information you need. With any luck, 
well even make you smite sometimes... Thanks for 
joining us. 



What He Does: Maintains status as 
“Ti.e Human Walking Dictionary". 
Instructs other drivers on the freeway 
about their dubious genealogy and 
paucity of intellect, 

Favorite Summer Activity: Beer, fol¬ 
lowed by 3 si ’ort dio m the beet and then 
it’s off to towf^ for beer. Mnirn.,, beer... 
Bill's Quote of the Month: 

'!f you can't drive it, you moron, put a 
fence around it and park it! Oh yeah? 
Your Mama! You heard me! " 


What He Does: Kills zombies dead. 
Okay, so they are technically dead 
already, I just render them inactive, i also 
boss around and berate the staff until 
either my artistic visions are realized, or 
they cry, or more iceally, both. 

Favorite Summer Activity: I love going 
into designated biohazard areas and 
interacting with the radioactively altered 
inhabitants of those areas. 

Bug's Quote of the Month: 

"Your booty must be dead!" 


What He Does: Designs fantastic page 
layouts. Destroys Tokyo on a monthly 
basis until Mothra scares him off. 
Favorite Summer Activity: Sitting in 
the cool waters of Tokyo Bay and creat¬ 
ing realiy bg bubbles. 

Gary's Quote of the Month: 
"Aaaarrroooo! Aaaarrroooo! Now I am 
terrifying all you puny humans. Your 
army is useless against my huge size. 
And yet, you car^ look up my nose 
shortly before I crush you. ^arrrooo!" 


USttJ 

Grss^f^ Uewsffift 


j fi^LL DQNDMUH 

, ' ■ .Ho y' Edrt 


€ug-eh€ lAlftNa 

Art D-irecto{'. ZGiv'y.t:- " 





m- 
















rmr/vj 
















■ ' V 




hM. 


4o, which'nfagazihe is you, 

Jofficlal 0 r U noffi cial? ffiat’s easy. 
JouSvantiitfependent, unhiiasied cover- 
Pglt'^d ybu want to know that what 
ou^fe r^Saing is nothing but the truth. 

can only get this with an UN-official 
ii%azine. An official book has to 
answff its Corporate Sponsor. And 
whose ^be;^t Interests do you think 
they’re iopkfng out for? 


^can make us say 
don’t believe to be true. We writ#iiMut 
what we^want tP and put what w^waat 
on our cover. 








This is the kind of honest; sfraightfof- a 
ward coverage that you can orupg^jt 
with an unofficial magazine. We under¬ 
stand that our readers come f^sW and 
we would never, EVER betray yoftr trust. 




PSM is^feafed'and no one 

has'to ;approve our pages 
Wm the gi a j lwt^aijl: flftfepdy, not 




This is our promise to .you, 4hj|., 
core PlayStation gamlt^wM ' 
nothing [ess 
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Heads up, nature boy 


























summit 


MisKc tracKs> fiol apologies. Rip across ice, snov%, water 
nufd and the bodies of whoever gets in >our way. I\ail 
o>er 50 insane IrictvS. Slam to Rob Zombie, Econoline 
Crush. Dom it Roland. I berzone, and E-Z Rollers. Slow 
down to admire the landscape and you’ll be buried in it 


ELECTRONIC ARTS 


MTINGP^IIVS 


PloyStotfon 


COMTCm MUO wt 

E SRi9 


www.sledstorm, com 












We've got just v\/hat you need—the 
biggest, most complete Ape Escape 
guide you'll find in any magazine. 

We show you where - 

every single one of 
those little rascals 
are hiding, so you 
won't have to spend 
hours searching. 


^ OOd MOaHJ. ^ 
3W 3>l W J..NOd 
ij3N ivm mod 
j-na '3a3HJ. /?OA 
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The original Croc was a cute 
game with lots of fun to be 
had. Still, over time, the 
gameplay became repeti- 
tive. However, the sequel 
is a serious evolution for the 
series, making it one of the 
most improved games we've ever 
seen. Check out our full review! 


^ IFTH/\T ^ 
MONfCe/ STARTS 
THROWIN' POO, 

I'M ourr/i 

V HERE,' ^ 


While LucasArts has 
released its fair 
share of lackluster / 

PlayStation games I 
(Rebel Assault 2 \ 
and Masters of Teras 
Kasi come to mind}, its 
latest Star Wars title has 
the potential to actually end up being a fun game 
The adventure begins with our big preview on 
page 60. Go there now, or face the Dark Side! 


CSNIPP..0 

"iJO TO m ROOM..." \ 
I PIPNT MBAN TO BREAK 
THE WINPOW... 

SOmPAV, THEy'LL AU BE 
SORRY.XSAf/PP..O . 


Last issue, we told you that we had some 
big news to report regarding the new 
Wu-Tang fighting game from Activision. 
Well, here it is: when you pop in your 
store bought copy of Wu-Tang: Shaolin 
Style at the end of the year, you will actu¬ 
ally be playing what was the contro¬ 
versial game. Thrill Kill! Check it all ^ 
out on page 72! & 


WITH PASSIOM 


What's that? You've 
never even heard of 
this game? Well ^ 
then, read on! 

We've got 
the exclusive 
full-scoop on 
the hottest "" 
Kombatto hit 
in years! 




^ I AIN'T 3" 
NOPPIN' OK 
NO HBAPS! 
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AMf. ive WANTEC? TO T^U 
you SOMETHtNO FOR A LONO TIME 
L..XLO\/eyOU... 


The latest PlayStation news and up-to-the-minute info 

V Checkpointi Game Release Schedule. 

► Gossip.. 

► Nihon Game Otaku. 

► PS2 Update. 

► Q&A.... 


A A AA, A AA AAAAA A Ai 
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40 Winks . pg. 68 

Ape Escape .. pg. 37 

Crash Team Racing . pg. 76 

Centipede . pg. 40 

Croc 2 .. pg. 45 

Die Hard Trilogy 2 _ pg. 56 

Fear Factor . pg. 54 

Fighting Force 2 _ pg. 62 

GTA: London 1969 . pg. 44 

High Heat Baseball 2000 .pg. 44 

Hot Wheels . . pg. 57 

Le Mans 24 Hours ..... .pg. 54 

Lunar; SSSC ... .pg. 38 

Madden NFL 2000 _ pg. 58 


Mission Impossible.pg, 68 

MK; Special Forces .pg. 48 

NCAA Football 2000 _pg. 76 

Omega Boost.pg. 66 

R'Type Delta.pg. 70 

Sled Storm. .pg. 62 

SW: Phantom Menace.. .pg. 60 
Tomorrow Never Dies .. .pg. 57 
Tony Hawk's Pro Skater .pg, 55 

Ultimate 8 Ball ..pg. 39 

Warpath: Jurassic Park . .pg. 74 
Wu-Tang; Shaolin Style . .pg. 72 

WWF Attitude .pg. 69 

Warzone 2100 .pq. 40 


This month's new games, thoroughly tested by PSM experts 


All the best dirt on tomorrow's hottest games 

^ 40 Winks/Mission Impossible. 

► Die Hard Trilogy 2. 

► Fear Factor/Le Mans 24 Hours. 

► Hot Wheels/Tomorrow Never Dies. 

► MK: Special Forces. 

► Madden NFL 2000. 

► NHL/NCAA.. 

► Omega Boost.... 

► R-Type Delta... 

► Sled Storm/Fighting Force 2. 

► Star Wars: The Phantom Menace. 

► Tony Hawk's Pro Skater. 

► Warpath: Jurassic Park. 

► Wu-Tang: Shaolin Style.. 

► WWF Attitude. 


Welcome to Otaku Station, the official 
PSM gift shop—the only place on 
earth to buy cool official PSM shirts, 
hats, and other special collectibles. 
Aiko and Uchu-Kun are waiting for fi 
you. Check it out! U 



The latest codes for ail you addicts 



You've got questions, we've got ansv\,'ers 

Link-Up.... 

Pause. 

► Fan Art. 

► Top This!. 

Marketplace. 


► PG. ID2 - 

.pg.lQ2 

.*-pg.1D3- 

.•► pg. ID? — 

...•►pg. IDB -• 

.-pg. 112- 



A sneak-peek at what's gonna be hot for next month 


PG. 113 




PlayStation 2 
Update 

— pg. 19 — 


We've got all the^ PS2 
news that's fit to print, 
even a few stories that aren't 
Capcom working'dn a new next-^-.;^ 
generation Resident fw/?" Thb^f^ 
PS2 to use Sony'smew 5?'MemoryT^ 
Sticks"? Sony executives lea| some^l 
new info, PLUS the first *PS2 
rumors out of E3! tt'S g^^^ 
all just a few pages 
away, so head on over! 
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CATCH 
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amco has finally released Information and 
screenshots of its latest Tekken arcade 
game, and get this, it WON'T be Tekken 4. Rather, the 
title will be more of an upgrade that is build upon the 
graphics and fighting engine found in Tekken 3. Titled 
Tekken Tag Tournament this latest "sequel" will bring 
together over 20 of the major characters from the past 
games and pit them against each other in a tag-team 
competition. As with the previous Tekken games, sev¬ 
eral hidden characters will also be included, and are 
automatically unlocked over time. 

Aside from the addition of new moves, costumes 
and backgrounds. Tag TournamentWiW feature a special 
"tag" button. This new button will enable players to 
quickly switch between two characters (much like in 
Capcom’s 1/s. series of games) and chain together 
original combos that have never been seen before. For 
example, knock your opponent into the air and you can 
call in your tag partner to continue the air juggle combo. 

Sadly, the limited memory of the PlayStation may 
make a home version impossible. More likely, it will be 
released on the upcoming PlayStation 2. For now, play¬ 
ers can check it out at the arcades starting in late June. 


A Wirh Cl Kuge cast of over 30 characters, 
Tekken Tag Taurnament should sotisfy even 
the most demanding fighting gome fanl 






4 Each of the chorocters have new moves 
and attacks, plus brand-new "tag^^ combos. 
These can only be done by strategkolly 
switching between both characters on your 
team, in order to keep pressing the attack. 


/L At the start, the camera swings around to give a good view of the 
fighters. These shots are from video, but trust us, they look good. 


A Now, new and old fighters alike can compete against 
each o^er, or even wim eoch other os a tag-team. 
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frcm tnter^ mads qp^'a; 
Iffdrpppfed into' the'^ideogarpe' 


K lim^ths ^o. Its not surprising th^ 
y would w to bettit the Dex Dhv6 

p|vice,j^Mad Cati is X\Md company, but ^ P^rm 




^ good as the Dex Drive. 




CfetH tes some benefits over the 

fe are a fe'/v things we didn’t like. tTC ^ 

The Data Deck is more s^lized (forged in tra^l^Ji 
rent purple fistic} and has two slots for copyir^' 


BATING: 
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he third party memory card market is about as 
crowded as an elevator full of sumo wrestlers, but 
Pelican Accessories has found a clever new way to get people 
to pick up its cards. Sex sells, and its collection of different 
California girl-themed memory cards will definitely appeal to 
most red-blooded gamers out there. There are four different 
girls in the collection, each limited to 50,000 and are num¬ 
bered, making them collectable. They will retail for $12 - $14 
and come packaged with a lid sticker featuring a larger picture 
of the girl shown on the card. The cards themselves contain 15 
blocks of memop/, just like the Sony counterpart and will be 
available at EB and Babbages quite soon. 


niine videogame importer NCS (National Console 
i^SP Support) has officially unveiled its line of transparent 
PlayStation cases. Meant as a replacement for the standard grey 
one, these new cases are available in black, blue, purple, red, 
clear and green and retail for about $29. The only thing you have 
to supply is a screwdriver and a bit of time. 

Still, with every good thing, there is a catch. The actual 
process of swapping out your PlayStation's guts and moving 
them over to the new cases can be quite difficult. In fact, one 
major mistake and you may end up destroying your console. Still, 
if you do take the risk, you could end up with the coolest looking 
PlayStation on your block, especially if you also have a matching 
dear Dual Shock controller. While we can't officially back this 
product, you can find more info at vww. ncsx.com. ( 


fCAWAU! 
IVE &a\ 
TO OET 
THEM 
^ AU! . 


X Hmm», 
moybe looks 
ore everything 


A Looks oren't everything, but we^d be hard pressed to find any 
gamer who didn't think these consoles were very cool! 


promised to be displayed optimally for a TV. Things you will now 
be able to do from your couch include access to on-line gam- 
ing news, reviews and strategies, the ability to download 
game saves and GameShark codes, read or post com- 
ments on a message board or enter a discussion 
group pertaining to a topic, it even allows you 
to send and receive e-mail with anyone using 
your own private sharkmail address. This 
potentially revolutionary device will be given 
the complete rundown by the PSM staff when it is 
released this September. It is looking to retail for $79.95 with a 
base on-line subscription fee of $9.95 per month. 


xzh Iways at the forefront of innovation, Interact started with 
'i; 1; the original (but much copied) GameShark, then went 
on to create the revolutionary Dex Drive, but their latest 
invention takes the cake. The SharkWire is a new add- 
on peripheral for the PlayStation containing a spe- 
cially designed modem, keyboard and phone line 
which for the first time will allow PlayStation 

enthusiasts to do a number of things that could SharkWire 

only be previously done on a PC. The o n L 
SharkWire specific site (www.sharkwire.com) 
will be maximized for easy navigation on your TV screen and using 
the Spyglass Device Mosaic Web Browser, HTML content is 


0 ere are a few other 
notes of interest, in¬ 
cluding the latest up-to- 
the-minute information on 
everything PfayStation. 


T--- Interact has unleashed yet 
another GameSharK on the cheat 
happy public. This version, called the 
GameShark Pro, has an interface 
which allows you to search games 
for yoitr own codes iVithout the need 
of a computer, it comes with a 
"Learn To Hack Like A Pro" video, as 
well as being loaded with all the laT 
est GameShark features. 


Electronic Arts lias announced 
that it has earned $1.2 biilion in rev- 
enues for ttie fiscal year lass. This is 
the first time that a swaight 
videogame company has ever bro¬ 
ken the SI billion revenue level. 


Nell, |McAndrew has' just 
^fecently stepped 'down frmTt playing 
^e tole of Lara Croft,jndTwill be 
replaced by former lingerie and 
swfmwear Lara Welter 

Standing at 5' 8" erid rneasurihg«34c- 
24-34, Lara wiB^ill make her debut 
appearance atthis year's E3 shovel 


Sony will be opening up a 
devoted PlayStation retail store in 
downtown^ San Francisco on June 
27tte Simply called PiayStatiom the 
store win be located \n the Metreon 
at Mission and 4th Street and will 
carry between three and four hun¬ 
dred titles at ail times. 


►-SiX'time Supercross champion 
Jeremy McGrath has resigned with 
Acclaim in a multi-year endorsement 
contract Aside from appearing in 
the various versions of the upcoming 
Supercross 2000, Mr. McGrath will 
also be assisting in the development 
of the newgames. 


&»^ln other Sony news, the com¬ 
pany has lost its second attempt at a 
Temporary Restraining Order against 
the developers of bleem!, a 
PlayStation emulator that runs on 
PCs. Covered in previous issues of 
PSM, bleem! is now available for 
purchase from its official website 
(www,bleem.comL 


Iwb^.yQiTre:# for fbfsi type of con- tures a powerful dual vibration which feels, great 

troiteh ilT ^ within the controller'ssturdy construction. Add to 

Ipifh'on the Dual this the fact that it is offtciafly licensed by Sony 
'iJTOck^cor^ ar) L3 and R3 . There and, you get one fine controller that is well worth 

i tela trigger for anaicig gas.iandj if ybu push.the trig- your irioney if you're a facing fanatic, 

ger in the opposite direction, .^ acts as yoU^^ : T ^ 

Time is a handy joystick for .navigating menus, RATIIS^: : T . : I ^ 
program.: any of the i v ^ ^ 

theaGtiPn of anvother. The hand-held wheelTea- ;T 
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You want more than the latest headlines—you want the dirt, 
the inside scoop on what's rea//y going on with the PlayStation. 
Look no further, because PSM always has its ear to the wall... 



A Ack! Wait, James, shootl Ifs just us PSM guysl 


ue to arrive in theaters this summer, silver 
screen secret agent James Bond’s next 
blockbuster-caliber mission, entitled The World is Not 
Enough, is rumored to become a equally large-scale, 
first-person shooter, courtesy of Electronic Arts and 
MGM Interactive. What makes this latest videogame 
outing for Her Majesty's top agent so daring are 
advance reports that It will in fact be developed not for 
the current PlayStation system, but instead for Sony's 
next-generation machine. Given the film's summer 
release date, and predicted September 2000 launch of 
PlayStation 2, it's not unreasonable to predict that it 
just might become a first wave title for the console. 


ip up your leather suit and grab some 
chains - no, Thrill Kill isn't being resurrected 
by EA, but the gaming mega-entity is readying 
the third PlayStation installment in its age old Road 
Rash combat-racing series. Our sources tell us to 
expect the fully polygonal microcosm created 
for Road Rash 3D to make a comeback, but the 
rest of the features set remains a mystery. Needless 
to say, we'll be tracking this one closely, and will 
bring you the latest info as it breaks. 


Duka hits 
PlayStation 
once again! 


or those of us who've always drea 
SkI' being a rodeo cowboy (and who hasn't?), it 
looks like ASC Games will soon be coming to our res¬ 
cue. New rumors Indicate that the publisher of such 
'alternative' sports games as Ten Pin Alley W\\\ bring its 
multi-format - and yet untitled - bull riding simulation to 
PlayStation later this year. Expect equal doses of real 
arena riding and mechanical 


. Mechanical bull riding died in ^he ^80s, along with 
power ballads, fern bars and spandex* 


Musashr made short work of his enemies in Brave 
fencer — who will fill his shoes for the sequel? 


early a year after the release of action- 
adventure romp Brave Fencer Musashi, word 
has it that the second chapter in Square's proposed 
trilogy of games based on legendary Samurai warriors 
is not only due for release within the year, but will be 
the focus of a playable demo bundled with the 
forthcoming Japanese release of Legend of Mana. 
The star of this installment has yet to be named, but 
we do know that it won’t be Musashi. That leaves 
Square's competent staff with at least six more top 
choices, we reckon. 


Expect faster bikes, 
and more scraped kn« 


courses, bigger lead pipes, 
ever 


Vw'll ction fans just can’t seem to get enough of 
Duke Nukem, and neither can his ‘agents’’ 
at publishing megalith GT Interactive. Set to star in 
his newest PC-based blast-a-thon, Duke Nukem 
Forever, later this year, the once shareware action- 
platformer character turned Hollywood-caliber 
action flick commodity is also evidently headed back 
to PlayStation in a sequel to 1998's Duke Nukem: 
Time to Kill. Details remain sketchy concerning 
Duke’s third PlayStation outing, but it’s safe to 
that the same over-the-shoulder 
adventure action that made the 
game so great will be served up yet 
again. GT has yet to officially confirm this 
work-in-progress, but it is likely 
to make its way into 
living rooms before j| 

1999 is out. 





































































Psychological Test #7— Discovering your inner self. 


Ql Do you see a ballerina in worn slippers and pink tutu smelling 
a faded rose? 











Yes, I see the ballerina. I also happen to 
wear my pants too tight. 


No, I see the noble savage that lurks 
deep in my subconscious mind-after 
all, man is a combination of the sophis¬ 
ticated and the primitive, of the learned 
and the instinctual. Bloody Roar“ll is the 
perfect outlet for my animal aggression. 
Every scorching slash, pulverizing punch 
and bone-cracking combination is 
rendered with deadly clarity. I can 
morph into multiple beasts, including 
hidden monstrous warriors. I can even 
create my own devastating fighting 
combinations. We should never try to 
deny the animal. We need to unleash 
the beast within us all or die trying. 


www.playstation.com 





Fig. (a) 


Fig. (b) 


Fig. (c) 


PlayStation and the PlayStation logos are registered tradeiriarks of Sony Computer Entertainment Inc. Bloody Roar is a trademark of HUDSON SOFT. ©1999 HUDSON SOFT, Portions ©1999 EIGHTING/RAISiNG. 
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Welcome to our exciting new section, where eyi 
month well break all the latest news bn 
next system. This is THE premier source forFS2 ini 


r u espite the fact that Sony focused almost entlrdlV^n the PlayStation at this year's E3 show, there was still 
I 1^^ ® plenty of other companies willing to reveal their plans for the PlayStation 2. It seems that most deveh 
I I QpQ|.g extremely excited about the new console and can't wait to get their hands on the development 

L « 1 - J kits. Talking with these developers revealed some rather interesting information about what PS2 titles 
we can expect to see in the future. 
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► Tecmo announced to the press that a 
Ninja Ga/ofen game will be released for the 
PlayStation 2 and should be available 
at launch. The game is being devel¬ 
oped in Japan and will probably 
only be released in the U.S., as 
the previous Ninja Gaiden titles 
didn't do so well in the land of 
the rising sun. While unrevealed, 
most people are expecting that 
Tecmo’s famous "Team Ninja" will be 
heading up the development once Dead 
or Alive 2 is completed. 


► It appears that Squaresoft may have 
been showing off a demo of its PS2 racing 
title behind closed doors. A videogame 
company representative, who will remain 
anonymous, revealed to PSM that Square 
may very well have several games already 
in development and that the racing title 
looked impressive, to say the least. At press 
time, we are still trying to confirm the 






existence of the game as Square is yet to make any 
sort of official announcement. 


Deep inside the walls of the Eidos 
booth, industry analysts and investors 
were shown an extremely early version 
new Tomb Raider title. While details 
are non-existent, an Eidos representa¬ 
tive did confirm that there was a new 
Tomb Raider title in development and 
name of it was yet undecided, 
idering the fact that PS2 develop- 
kits have only recently begun to 
be sent out, it seems highly unlikely that this 
Lara Croft adventure would be headed 
that console, but there is still a chance. 


► Oddworld Inhabitants, the group behind 
Abe's Oddysee and Abe's Exoddus, have con¬ 
firmed that two PlayStation 2 titles are current- 

;i Ryu Hoyabusa will soon be making his steqMiy way onto 
the PloyStatton 2* Ninja Oaiden fans can rejoice. 


ly being developed. The first of the two games, 
Munch's Oddysee, is the true sequel to Abe's j 
Oddysee and has already been in development for f 
about two years. Oddworld feels that the game will : 
take another two years before it is completely done. i 
The second game, Hand of Odd, is more of a i i 
simulation/strategy title and will be released in : ii 

Ss 




PS2 


hr Mh l)2N? 


I 


La 



“I ecause of the fact that the PlayStation 2 is comprised of so 
I much ground-breaking technology, a lot of industry insiders 
I are concerned that the console will be too expensive when it 
J finally gets released. Steven Myers, an industry analyst, even 
told the New York Tmes that he expects Sony to have to sell the console 
for at least $500 just to break even. And as you all know, a company can't 
sell a console for that much and succeed. 3 DO is proof of that. 

Fortunately, Yahoo's Japanese news wire service has just reported that 
Sony is working hard to release the PlayStation 2 for the suggested retail 
price of Y32,000 ($260), which is only 2200 yen more than what the 
Dreamcast goes for. And if Sony follows the same route that Sega did with 
the Dreamcast, then we can probably expect a below $200 price point by 
the time the console hits the U.S. That price point should silence any skep¬ 
tics. And for those of you who are still unsure of how Sony will pull it off, 
remember this: When the current PlayStation was early on in develop¬ 
ment, everyone said that Sony wouldn't be able to release it at a competi- 
tive price. And yet, it did. The same will hold true for the PlayStation 2, 
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Sony has already revealed that the PlayStation 2 will be 
100% backwards compatible with the peripherals 
used on the current PlayStation. However, there are 
also plans to introduce a whole new line of compo¬ 
nents that will take advantage of the PS2's online capa¬ 
bilities, Needless to say, Sony is keeping extremely 
tight-lipped about the whole thing, but several 
Japanese sources have hinted at some interesting 
possibilities; a new type of memory card and a special 
disk drive. 



When Sony introduced memory cards for the current 
PlayStation, it started a huge trend. Building and 
improving upon that idea of portable storage, Sony cre¬ 
ated the PocketStation and is now working on the 
Memory Stick, an improved memory card for the PS2. 

Currently used In digital cameras and laptop com¬ 
puters, the Memory Stick is capable of holding up to 
32 megabytes of information. With such a large stor¬ 
age capacity, the possibilities for enhancing the game- 
play experience are pretty much endless. Imagine 
being able to take a picture of yourself with a digital 
camera and then transferring that image to the 
PlayStation 2 via the Memory stick. You could then 


paste your image on top of a polygonal character in a 
game and play as yourself. 

The main problem with having an online-capable 
console is that there is initially nowhere to store infor¬ 
mation once you download it. What good is being able 
to read your email if you can't save it for future refer- 


f 

► With a lorger 
capacity than tha 
Iomega Zip 
Dtwa^, the HiFD is 
a bglcal choice 
for the P52^ 
storage medium. 




ence? Well, it seems Sony may have come up with a 
solution to this problem: an external disk drive. Rumor 
has it that the PlayStation 2 will be able to take advan¬ 
tage of a new High Density drive that is currently being 
developed for the PC market. 

Dubbed the HiFD, this new drive will be able to 
store up to 200 megabytes of information on a single 
disc. That's 1600 times more than a standard memory 
card can hold! Not only that, but the drive is extreme¬ 
ly fast (connecting to the console's USB or i-Link port} 
and is compatible with the standard 1.44MB floppy 
discs that are used on current computer systems. 



Rumors can be fun to poke at, but what 
really matters is the facts. Here's some rock- 
solid info that you can take to the bank. 


V 4 could 

he Q launch tftle for 
the PloyStotion 2* 



Sony CEO Giirms 
PS2 Layndi 

In a recent magazine interview, 
Sony's CEO, Norio Ohga, con¬ 
firmed that the PlayStation 2 
would indeed launch before the 
end of the fiscal year (March 
2000). He went on to say that 
there are currently more than 30 
titles in development for the sys¬ 
tem and that several of the titles 
would be available at the launch. 
Ohga-san then added that the 
level of graphics seen in these 
PS2 titles far surpassed those of 
the previously shown demos, 
mostly due to the fact that the 
demos were made from scratch 
and didn't take advantage of the 
powerful PS2 development kits. 

More PS2 Dev i Infe 

Now that development kits have 
found their way into the arms of 
certain developers, new info has 


leaked about them. 

According to this new 
information, the kits 
will cost developers 
around Y1,350,000 
($11,345) and will 
include everything 
necessary to start prc^ 
gramming right away. 

What's interesting Is 
that the development 
system has been designed to 
connect, by a network cable, to 
any computer of the developer's 
choice. This was done so that the 
programmer could have the 
choice of which OS to program 
under: Windows, Linux, MacOS, 
or even BeOS. 

Naoico Gets New Hardware 

During the development of the 
PlayStation, Namco and Sony 
teamed up to create arcade hard¬ 
ware that would be compatible 
with the console. The end results 


were the System 11 and System 
12 boards, which power every¬ 
thing from Ridge Racer to Tekken 
Tag Tournament Now, in prepara¬ 
tion for the PlayStation 2, Namco 
and Sony have once again 
teamed up. According to Namco 
of America's Sales & Marketing 
VP, Frank Consentino, the compa¬ 
ny is now focusing on designing 
an arcade board to replace the 
System 12 and is working hand- 
in-hand with Sony to do so. 
Rumors have suggested that the 
first game to run on this new 
hardware will be Tekken 4. 
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PS2 Ruiirs In Wild! 

ffipiDit 4 aviilable et PlajStatiio 2 leoocli? 

It looks like Psygnosis may be working on a fourth 
l/Wpeouf title, along with Wipeouts. This new Wipeout 
is being developed in the Liverpool offices and is 
apparently quite a ways into development, In fact, it 
seems that there might be a version of the game 
already running on PCs. Psygnosis has publicly denied 
the existence of the game, and has told press that it is 
currently only focused on Wipeout 3 for the current 
PlayStation. Still, the rumors persist and there may be 
a good chance that Wipeout 4 may be included with 
the PlayStation 2, but in demo form. The full version of 
the game would follow soon after. Let's hope. 

M will the PlayStetioe 2 leek like? 

Online sources have reported an interesting bit of infor¬ 
mation about the possible design of the PS2. There 
might be a good chance that the team responsible for 
the look of the console also designed the cases for 
Sony's VAIO line of personal computers, The VAIO 
computers have long been known for their artistic 
designs and creative uses of sliding panels (used to 
cover up drive bays). If this rumor holds true, then the 
PlayStation 2 could end up looking quite a bit more ele¬ 
gant and edgy than the current console. 



A The PS2^s design should hove die same flair as the VAIO PC. 


liPflllTE: file Biy DVD Movie Debate 

There has been a lot of recent speculation about 
whether the PS2 would be able to play DVD movies 
right out of the box. After all, the console already con¬ 
tains two of the three components needed to do so: 
an MPEG-2 decoder and a DVD-based drive. The only 
thing missing from the equation is a software interface 
system that would allow you to navigate through the 
menus that are commonplace on DVD movies. 
Rumors say that Sony is currently working on that 
interface system, but may not include it with the PS2. 
Rather, the interface may be sold as a special add-on 
that interested players could purchase separately. This 
is probably being done so that the $200 console would 
not undermine sales of Sony’s dedicated DVD players, 
which typically cost a lot more. 

Still, with the recent announcement of Nintendo's 
Dolphin 128-bit console, which does play DVD movies, 
Sony will probably just have to bite the bullet and 
include DVD playback straight out of the box. 
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“ “ T n the last several months, Ken Kutaragi (CEO of Sony 
I I CEA) and Phil Harrison (VP of R&D) have been trav- 

I I I eling around the country in an attempt to 
L HU Ji answer questions and dispel rumors 
concerning the next generation PlayStation hard¬ 
ware. A lot of the things they talked about had 
already been revealed, but there were a few 
new bits of information revealed. 


► The PlayStation 2 will be sold purely as a 
videogame machine, at least for the first four or 
five million units. Then, the focus may shift to 
presenting the console as an entertainment 
device that is also capable of playing DVD movies 
and connecting to the Internet. "Technologically, it will 
be possible to use (the PS21 in many different ways just by 
changing the firmware that controls the Emotion Engine." 

► Communication features on the PS2 will be 
extremely powerful, as Sony feels that the future 
of gaming lies in online interactivity. Kuaragi 
even brought up an example of a virtual pet 
that would be able to call or page you when it 
needs to be taken care of. The next step could 
very well be a digital girlfriend that stays in con¬ 
stant contact with you when you are not home. 

Impressive to say the least. 

► Refuting claims that Sony inflated the polygon 
count of the PS2 hardware, Phil Harrison told Next 
Generation Online that the 66 million polygon number was real 




and that it was based on a best-case scenario. He continued on to 
say that the poly count would obviously drop "in the rea; world 
of game development", but that the figure was a good 
benchmark for developers. 

► The sound chip will be a 48 channel synthe¬ 
sizer with a sampling rate of 48KHz, which is 
better than CD quality sound. In addition, the 
chip will be able to do a variety of digital 
effects, such as echoes or reverb. 3D sound is 
also a possibility, which should add to the 
immersiveness of PS2 games. 

Since the PlayStation Yaroze program was such a 
success, there is a strong possibility that Sony will con¬ 
tinue the program with the new console. For those who don't 
remember, Yaroze was the name of the low-cost develop¬ 
ment system that enabled people to create games for 
the PlayStation, It looked like a standard 
PlayStation, but was black and hooked up to your 
Mac or PC. 

► The PS2 will feature several external stor¬ 
age media including standard memory cards, 
"enhanced memory cards" and possibly a disk 
drive. Players will also be able to input video and 
audio through the console's IEEE1394 (i-Link) and 
USB ports and manipulate it in real time. 


A Phil Harrf&on and Ken Kutqragi hove been traveling oreund the country In 
an attempt to further explain the PlayStation 2 and dispel any bad rumors. 





T ow, several months after the 
I official announcement of the 
I PlayStation 2, quite a few 
J more developers have 
crawled out from under the proverbial 
"rock" and announced their intentions to 
develop for Sony's super console. 

Supportive from the start, Square will 
be one of Sony's aces in the upcoming 
console wars and apparently has at least 
three to four different projects In the 
works. Some of the possible titles tossed 
around are Final Fantasy IX (which was to 
appear on the current PlayStation), Chrono 
Trigger 2 and Ehrgeiz 2. 

Namco, another big Sony supporter, 
plans to develop new arcade hardware 
based on the PlayStation 2 technology. 
Hardware that will power the eagerly 
awaited Tekken 4, along with a new ver- 


A quick look at who already 
I has PS2 games in the works 


sion of Ridge Racer. Both games should 
appear in the arcades sometime in the Fall 
and are good possibilities to be launch 
titles for the PS2. 

Konami also has a number of projects 
underway, the biggest of which will proba¬ 
bly end up being Metal Gear Solid 2 (pos¬ 
sibly called Metal Gear Solidus). The other 
projects, which won't be familiar to most 
American gamers, include Racing Jam, 
Racing Jam Chapter 2, and a soccer and 
baseball game based on the Jikkyou 
Powerful Pro series. 

It wouldn't be much of a Sony console 
if it didn't have a version of Resident Evil 
on it, so it's nice to hear that Capcom is 
well into development on one. And it looks 
like this one will feature networking sup¬ 
port. For RPG fans, Breath of Fire /I4is also 
on its way and (according to one Capcom 



producer) will be one of the company's 
greatest undertakings, 

Jumping over to the company respon¬ 
sible for the PS2, Sony is rumored to be 
working on Crash Bandicoot 4, Jumping 
Flash 3 and a new version of the its driving 
simulator, Gran Turismo. We might even 
be seeing a sequel to Omega Boost, the 
cool mech shooter. 

On the lesser known front, Genki has 
jumped on the bandwagon and is polishing 
up its first title, Metropolitan Shoutoku 
Highway Battle 2. And a company called 
Gust, known for its PlayStation RPG Atelier 
Marie, has also decided to develop for the 
PlayStation 2. 

Lastly, Crave has hinted at the fact that 
the sequel to its American-made RPG, 
Shadow Madness, will indeed be heading 
for Sony's 128-bit console. 
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ere are a few other 
notes of interest, in¬ 
cluding the latest up-to-the- 
minute information on 
everything PlayStation 2. 



life 


Capcoffi bas-gone on recora as 
saying that a vefsioit of its innovative 
fighting- gafha, will 

'^app^f - ^ on f a^:So'hy'^tcohsolej 
Considering, that the PlaySt^Ta|i is a 
bit too underpowered, odds afe^that 
the g^ine will appear on the PS2 and 
may feature a four-player simultane¬ 
ous mode. 


[viovie director, Steven 
Spielberg, and his kids were shown 
demos of the PlayStation 2 hardware 
at this year's E3 show. Blown away by 
the demonstration, Spielberg com¬ 
mented that the demos looked "unbe¬ 
lievably good". Perhaps this bodes 
well for Dreamworks interactive 
developing titles on the console. 


Enix has announced its inten¬ 
tions to develop for the PSZ No titles 
have been officially revealed, but 
Dragon Quest VIII and a new version 
of Star Ocean may be among r 
; the first out of the gate. 


frre PlayStation 2’s processor: as the 
Emotion Engine, fiiow, the'processor 
and its name are fjrotectfid against 
.anyone who asss them without 
asitiiohMipa And tnjst usl they wilJ 
fine y#r-u if yoi* rei 

Amencan chip manufacturer, 
intel, wi!i. be. suppiyirig the diip-set' 
support for the nevj fla.mbus memmy 
used in the-PlayStation2. Bambus is a 
form, of high-.speed rnemon/ 
(RAMlthai wiii teased in rpost 
end workstations and elaotrstvics: ^ 


Iss:- Hideo KojjifiSi tire aeatrx'.of ,^ 
tfife Metal Gea.''series, liS-sco^fwne^- 
that 

wiii. deftniJeiy ha appeSring 
Pia^^/iaridh 21 He sard tfrat 
sole wouW be- powerful 
reprrxfuce the Viforkfof 
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The Mail Service 

Hold Mail Authorization 

PLEASE NOTE; This service expires 90 days from the stop-mail date. 


Name 


Address 


[~~| Please stop mail until I return 
I will pick up all undelivered 
mail. 


Please resume normal 
delivery, and deliver all held 
mail, on the date written here 


Date to Resume Delivery 


Customer Signature 


If option A is selected please fill out below 


Date to Resume Delivery of Mail 


Note to Carrier: Ail undelivered mail 

has been picked up 


Official Signature Only 


Official Use Only 


Clerk 

Lot Number 

Carrier 

Delivery Route Number 






























character, or you may choose I’o remain friends. Buf no 
matter what, it will affect your path. And more seriously, if 
a close friend dies in battle, you !l feel incredible rage that 
will cause you to fight with more furious combat moves. 

And theres no easy way out. Tools and skills do not 
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just appear olong the 
way. You must create 
many items from raw 
materials. And to do 
that you'll have to 
master difficult skills 
like alchemy, cooking, 
songwriting, or say, 
metalwork. 

There are count¬ 
less routes to travel 
through this game, 
and over 80 endings. 
The deeper you delve, 
the more you II discover that nothing —no detail, no clue, 
no conversation, no skill-can be taken for granted. And 
that anything is possible. Including the fact that you might 
not ever make it back. 

DISCOVER what’s OUT THERE. 


PlayStation 


T oo bad theres no "indefinite date box to check on 
those post office forms. Since you have no idea when 
you II be returning. Everything you do in this gome wilt have 
an impact on the way the journey ends. If it ever does. 

You stort on a quest that begins at the edge of the 
universe. And ends — 
well, that s entirely 
up to you. Everybody 
you meet, every step 
and every decision 
you make will shape 
your destiny. And the 
fate of a planet. 

In short, the evil 
gods are poised to 
destroy every living 
creature with a great 
meteorite that heads 
straight for the planet. 

Ferocious monsters threaten at every turn. Deadly magic 
lurks in the shadows. And to raise the stakes even higher, 
questions of identity hang in the balance. 

So you must battle against the evil and hideous 
monsters in real-time, polygonal combat. You can customize 
complicated combination moves and set up decoys to take 
the fall. But no matter what, there’s still no end in sight. 

Because who you choose to tolk to and share 
information with will greatly offect you. Characters can 
think and feel for themselves. Some will join you on your 
quest, others will betray you. And to odd to the challenge, 
you have the option of playing two different characters, 
both unique in personality and both having an impact on 
the course of the game. 

Even your emotions determine the fate of your journey. 
You may choose to be romantically linked with another 
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ENIX. 


EVERYONE 
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A SuMJtttu Tqkdwka U not oaif Son/^ 
hotted new creative Kilenty but he'« a}» 
ofie the hicut guys you1l ever meet. 




PSM; I guess we should start with 
some general information, such as, 
how long has Ape Escape been in 
development? How many people 
are on your team? 


Susumu Takatsuka; We've worked on 
the game for about two and a half years. 
Now that we're about done, our team 
has grown to about twenty-five people. 
But at the very beginning, it was just me 
and a programmer. Then we hired the 
nine core people that increased to twen¬ 
ty-five, eventually. But it is their first pro¬ 
ject as a team. Actually, a lot of our 
artists are going to art colleges and 
doing this job part-time. After they grad¬ 
uate, they will join us. 


PSM; With such a young team, 
what were some of the biggest 
challenges or problems that 
you encountered? 


ST: First of all, 
we struggled 
to create a 
very unique 
game, which I 


think we were successful in 
doing. We spent a long time on 
that, coming up with the game 
design. Also, since this was actu¬ 
ally our programmers’ first time 
creating games, they had to 
study on how to create games 
for the PlayStation from scratch. 
However, in a way that really 
benefited them because then 
they didn't have any histories, 
they had fresh minds in creating 
games. And maybe that worked 
better, you know, since they had 
no experience. 

We spent a lot of time work¬ 
ing out the job flow within our 
team so that we didn’t have to 
involve the programmers all the 
time, if a stage designer designs 
their own stage and wants to 
review it on the PlayStation, they 
don’t have to get the program¬ 
mer involved with that. They can 
confirm their job right away, right 
after designing it. We spent a lot 
of time working out the most efficient 
ways of doing things, to save on time. 

We spent so much time doing focus 
groups. We would tape consumers 
playing the game and even if just one 
consumer got stuck on a stage, couldn't 
move forward, or had problems with the 
camera angles, we would concentrate 
on that and troubleshoot that problem. 


PSM: How did the testers respond 
to a game that exclusively uses the 
Dual Shock pad, that controls in so 
many new ways? 


ST: First of all, if you have younger play¬ 
ers, they don't even know what a "ded¬ 
icated Dual Shock game" means any¬ 
way, so as soon as you tell them what 
to do, they just naturally grow into that. 
They think it’s fun and just start playing 
because they don't know what "Dual 
Shock-only" means. 

But when we tested with an older 
age group, we noticed them immedi¬ 
ately holding the Dual Shock with the 
right hand on the buttons. They think 
that these joysticks are just for the left 
hand, that only the left stick is usable. 


“■First of fill, uus 

STRUGCaLSD TO 
CRSflTS FI VEF5Y 
UNlipUF GFinn-E...^' 

PSM; Because they've been trained 
on the original PlayStation pad. 



PSM: That would have driven your 
team crazy, I think. 


ST: And also they don’t know that there 
is actually a switch beneath the two 
sticks. Even if they've been playing with 
this controller for a year, they still don’t 
know that there's a button beneath each 
analog stick, 


ST: You're right (laughs). 

PSM; What about the whole idea of 
catching monkeys? Where did that 
come from? 



PSM; I think people are kind of 
excited when they realize they've 
got this feature in this controller 
that they didn't even know about. 

ST: Yes. Those buttons are cool 
because, for example, we use one of 
them to crawl, and pressing the stick 
down into the controller mimics the 
actual human movement of getting 
down on the ground. In fact, the whole 
beginning of this game design was all 
about the gadgets, which 
are all designed after 
their actual 
movements 
on-screen, 


PSM; It's 
a shame 
that we 
didn't have 
a game like 
this right 
when the Dual 
Shock came out, 
because it does a great 
job of teaching you 
just how to use the 
new controller. 

ST: That's what we 
wanted originally, but 
we quickly realized it 
just wasn't realistic. 


ST: First of all, the idea of catching 
things was inspired by the Dual Shock 
controller itself. When you catch things, 
you actually have to try not to be 
noticed—you have to kind of sneak up 
to that target. And the analog move¬ 
ment of tilting the stick just a little bit, 
that’s where we came up with the idea 
of sneaking up on people. That's where 
we came up with the idea of making the 
game to capture things, 
Originally 
the idea 
was to catch all 
sorts of animals, not 
just the monkeys, 
This was because 
PlayStation hardware 
has limited polygon handling capabil¬ 
ities, and we thought it was clever 
to use animals because given the 
limited amount of polygons, if you 
make the shape of a lion or a tiger, 
kids will notice what that is. 
Instead of coming up with this myste¬ 
rious creature, we thought it would 
be easier to design animals. 

However, at one point we 
had this big team meeting to 
review the overall status of 
the game. We looked at all of 
the animal character designs, 
and somehow the monkey 
design just stood out so much, 
everybody just loved it. So, that 
gave us an idea for a new direc¬ 
tion. From that point on we just 
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concentrated on that ape fig¬ 
ure, and decided on omitting 
all the other animals. 


PSM; There's sonnething 
inherently funny about a 
bunch of monkeys, isn't there? 



monkeys there are that you 
need to catch, and she kind 
of helps. There's two girls, 
Casey and Natalie. Natalie's 
the Professor's granddaughter. 

PSM: Will the Japanese 
PocketStation mini-game be 
availabie in the U.S. version? 


ST: We spent a lot of time trying to 
make humorous animations for the 
monkeys. Actually, if you look at the 
storyline, they're evil. They're trying 
to recreate human history by 
replacing human beings. But somehow, 
they're still funny. 

PSM; Each of the monkeys in the 
game has its own unique name and 
identity. Were any of them based 
on anybody on the team? 

ST; Not any particular person, but we're 
one of the youngest teams in the com¬ 
pany. We have wild ideas, and in some 
ways the monkeys are us, this whole 
team. Talking about naming the 204 
monkeys... Well, what we did to make 
that fun, we put out an email to people 
in the company and said, who wants to 
adopt a monkey? Tell me the name of 
your monkey and where he lives. We 
got about 90 monkeys that way. We 
made the rest up. 

PSM: At the beginning of the game, 
the monkeys escape from a place 
called "Monkey Park"—I was won¬ 
dering, what is that place? 

ST: That's actually where the story 
starts, at an amusement park, and they 
have cages, a lot of them with mon¬ 
keys, One of those monkeys. Specter, 
turns evil, frees the others and starts all 
the trouble. 

PSM: Oh, the other question I had 
was, who is the girl that comes on 
before each stage and tells you 
how many monkeys to catch? 

ST: Casey is a cyborg, a cyborg girl cre¬ 
ated by the Professor. She's there to act 
as a guide, She tells you how many 


ST: It's still being evaluated. It's going to 
be in for the Japanese version. How it 
works is, you can download the mon¬ 
keys from the game and then dig up 
treasures, and then the items can be 
uploaded to the game. 

PSM: Now that Ape Escape has 
been the first game to exclusively 
use the Dual Shock, do you think 
we might see more games follow 
that lead? 


ST: I hope so. Our next projects will use 
it. Our team loves this product, and are 



starting on new Dual Shock-only titles 
now. Sorry though, we can't say any¬ 
thing about them. 


PSM: This game is still planned for 
simultaneous worldwide release? 

ST; Right. We're launching the same 
week in every territory. They'll all ship on 
a different day, though. It's just that 
every game that ships in America ships 
on a Tuesday, every game that ships in 
Japan ships on a Thursday, and every 
game that ships in Europe ships either 
Friday or Wednesday. 

PSM: So this was your team's first 
game, and all of a sudden Sony 
wants a simultaneous worldwide 

release? Other 
than having to 
work faster, 
did this create 
any unique 
challenges for 
your team? 

ST: In the past, 
I've worked on 
importing a lot 
of Sony's U.S. 
titles Into the 
Japan. And in 
doing so, I've 






PSM; Of all the gadgets in the 
game, which is your favorite? 


ST: Actually, I keep saying that it's the 
Monkey Radar and the RC Car. I've 
never seen those in a game before. 


learned a lot about localization. So, we 
were prepared for a simultaneous 
worldwide launch from the beginning— 
it was our goal all along to do this. 

We have been presenting this game 
internationally for a long time now to get 
feedback. Actually, when we first 
demonstrated it at Sony's U.S. offices, it 
was just Spike (the lead character) and a 
monkey on a hili (laughter). That was it. 
We would ask for opinions so that we 
could make this game as universal as 
possible from the start, for all markets. 


LOVED 


them. Were there any gadgets that 
you had in, but had to take out for 
whatever reason? 

ST: There weren't any 
extra gadgets that 
were ever actually 
put into the game, 
but as an idea there 
were some, 
musical instruments. 

PSM: If this 
does well, then 
a no-brainer 
might see a 
Do you already 
ideas on how the 
could evolve? New gad¬ 
gets, things like that? 

ST: Nothing con¬ 
crete. But of course, 
our team is creating some other games 
using the Dual Shock technology. I hope 
the game does do well, and we get a 
chance to do another. 

PSM: Well, that just about covers 
most of it. I still can't get over that 
monkey suit you had a member of 
your team wear when we met in 


PSM; You could tell who was 
behind in their work if he was 
wearing the monkey suit. One last 
thing: could you tell us a gameptay 
secret that people might not know? 

ST: Once you clear the game, you 
acquire a secret gadget, the Magic 
Punch. There's actually some 
monkeys that are hidden in boxes 
that you can't smash without it, so 

now you can go 
back and get 
them to get a per¬ 
fect score. Also, you can 
earn secret mini-games by 
collecting Specter Coins. 
The games are made from stuff 
that didn't make it into the game. 
We like to call it recycling 
(laughter). The mini-games are 
made from extra materials not 
only from our game, but from all 
sorts of games. That's why 
we call this the "ecology 
mini games", Recycling. 

PSM; What a way to not let any¬ 
thing go to waste! Well, I guess 
that's it. This was great because I'm 
such a big fan of Ape Escape. It was 
really nice being able to talk to you. 
Good luck with your game! 


ST: I enjoyed it, too. 
Thanks a lot! 




PSM: Yeah, the Monkey Radar is 
one of our favorites at the office. 
Even the name's just kind of funny, 
"Monkey Radar". You get to spy on 

lYlONKEY 

DESIGN JUST 5TDDD 
OUT 5D mUCtHa-- 


team have 


at laMt once? 


ST: That's a good idea (laughter). 


PSM: Would it be for punishment 
or as a reward (laughter)? 

ST; Maybe punishment for somebody 
(laughter). 



































We've listed every upcoming 
PlayStation game we can think 
of. However, keep in mind that 
these dates often change. It's still 
fun to took forward, though! 
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; NiFS: Stokes races j 

on ctnd retains the feod t 

once more. I 


current lull in racing titles, Need For Speed: High Stakes 
manages to stay in front despite strong competition from Syphon 
fi/fer and the quickly rising Triple Play2000. 

1 ► NFS: High Stakes 

2 ► Syphon Filter - Action fans can't get enough 

3 ^ Triple Play 2000 ■ Baseball fans have chosen a winner 

4 ► MLB 2000 - Series fans keep it alive 

5 ^ Legend Of Legaia - Sony's PPG opens strong 

6 ► Army Men 3D - You gotta love toy soldiers 

7 ► Silent Hill - Following in BE2s footsteps 

8 ► NBA In The Zone 99 - Konami comes out strong 

9 ^ Metal Gear Solid - Still in the Top Ten? 

10 ► Gran Turismo - The racing king still hangs on 





< Con anything knock 
Need For Speeds High 
5takes off ot the top? 


Each month NPD (a market research group) surveys a host of retailers to find 


out which games are selling well. Through March and the first part of /^ril, 


EA's latest Need For SpeedMe raced to take the lead position. 


1 ^ NFS: High Stakes 

2 ► Trip;e Play 2000 - Strong season pushes sales 

3 ► Syphon Filter - Word of mouth keeps it going 

4 P- MLB 2000 - Maintains a stmn showing 

5 ► Army Men 3D - Kids love the toy soldiers 

6 >■ Legend Of Legaia - Save all the trees! 

7 ► Frogger - Classics never go away 

8 ^ Silent Hill - Players like to be scared ( 

I 9 ► Rugrats - Slowly dropping out i 

I 

! 10 ► Namco Museum Vol 3 - Can you say Oig-Dug? 

\ _ _ / 



2IID-l|IIAIITEii GAMES 


June 

Acclaim ..Racing..........Re-VoJt 

AGETEC.....Actson/Adventure........Echo Night 

Hasboro ..... ..Puzzle . ....TNT: The Next Tetns 

Eidos...Adventijre.Legacy of Kain: Soul Reaver 

Fox Interactive ......3-D Action...Croc II 

Mffidscage.. . ....Chess.Chsssmaster yisieniiiiTf 

Sony CEA..„...Action/Platform.Ape Escape 

Sony CEA...„,.RPG.Star Ocean: The Second Story 

THQ..........PooJ......„...............Ultimate 8 Bail 

UbI Soft . . . Tennis . All Star Tennis '99 

other SeeBid-Oearter Releases 

Acclaim.....Racing.McGrath Super Motorcross '99 

Activision.....Fighting...MarveLs X-Men 

Activision......First-Person Shooter.......Quake 11 

AGETEC... ....Action/Adventure.Shadow Tower 

AGETEC.........Horror.....Cfock Tower 2: Struggle Within 

Bandai............Classics...... ...........Centipede 

Electronic Arts...Racing/Combat...Road Rash 2000 

Fox Interactive.Action....Alien Resurrection 

Infogrames....Action.....Looney Tunes: Lost In Time 

Infogrames........Racing...........Snow Racer 

Interplay...... Hunting...„,..Amerfcan Deer Hunter 

Working Designs ...........2-0 Platform....Silhouette Mirage 


RRD-QliAlinR GAMES 

July 

389 Studios..,....AGriarVAdv..Diahclica: Adventures of Tb&u 

989 Studios...... . Football ... NFL Extreme 2 

Acclaim . Action ... A Week In South Park 

Bandai . Fishing ... Bass Rise 

Crave Entertainment....RP6.....Jade Cocoon 

Electronic Arts...,.Racing.... .....Sled Storm 

GT Interactive.....................Racing..Driver 

Sony CEA .. ..... .AwC':/^;drforrn ..laszan 

THQ....... Act'On/Adver'ure__-knights of Carnage 

August 

3D0... ... ..Gambling .. ....Vegas Dreams 2000 

983 Studios ..... Racing...... .... Jet Moto 3 

989 Studios...Action/Adventure.........Xena: Warrior Princess 

Acclaim .. Action ........Shadow Man 

Acclaim... Action.......South Park 

Electronic Arts,,....- ...Actijn ....J. Bond: Tbcierrow Never D-es 

Infogrames . Racing . . . LeMans Racing 

Konami.......Actlon/Adv.........Soul of the Samurai 

Sony CEA...RPG.. ......Grandia 

Sony CEA... Action/Shooter....Tiny Tank 

THQ„.....Fighting.....Shao Lin 

September 

989 Studios . . ... Football...... . NCAA GameBreaker 2000 

989 Studios . Football . NFL GameDay 2000 

ASC Gares.-,_ __ Racing.Gordon XS Racing 


BandsL........... 

..-.-Mech Combat...... 

...........Macross VFX-2 

Capcam... 

v^vS' Horror.,,... 

.......Dino Crisis 

Eidos . 

.Action... 

..Urban Chaos 

Eidos.... 

...Actfon/Adventure... 

.......Omikron: Nomad Soul 

GT Interactive.. 

..3-D Platform. 

.......Forty Winks 

Havas ln:aract.p/e...=, 

Quiz 

.You Don't Know Jack 

Konami.... 

. Strategy/RPG . 

...Vandal Hearts 1! 

Midway.--.-... 

..-...Action.. 

.Gaunbet Legends 3D 

Mindscape,... . 

. Action ... 

.... Rat Attack 

Psygnosis . 

.. ..G Police.... . 

....,.. Action shooter 

Rocksiar ... 

..Action . 

...Earthworm Jim 3D 

Sony CEA... 

.Racing. 

.Gran Turismo 2 

Sony CEA.... 

. Action/Shooter . 

. Omega Boost 

Square EA. 

.RPG. 

.Final Fantasy VIII 

Tecmo... 

..Simulation.....,.,. 

.Monster Rancher 2 


Rther Tbirl-Riarter Releeses 

Accolade.,...Racing/Combat...... Demolition Racer 

Activision...Action/Adventure....Nightmare Creatures II 

Activision.........Classics...Space Invaders 

Activision.....Skateboarding,.........Tony Hawks Pro Skater 

Activision.Racing/Combat...Vigilante 8: Second Offense 

Activision...............lighting,.....,.......WuTang 

Atlus......Strategv/RPG .......................Thousand Arms 

AGETEC..........„...,....„Action„...,.....Rising Zan 

Eidos..................Racing....F-1 World Grand Prix 

Eidos.....Action.,.,,..............Saboteur 

Electronic Arts....Racing.....Hot Wheels 

Electronic Arts.........First-Person Shooter....„.,Medal of Honor 

Electronic Arts ....Fighting/Action.Jurassic Park: Warpath 

Electronic Arts...Wrestling .. . .,WCW Mayhem 

Infogrames...Action/Adventure.Mission: Impossible 

interplay......Simulation,.....R.C. Stunt Copter 

Konami.,.....Action/Shooter......Gungage 

Konami......„,.RPG .....Suikoden II 

LucasArts...Racing.....Star Wars Episode 1: Racer 

LucasArts...Action/Adventure.......Star Wars: Phantom 

Midway.....Arcade Football..NFL Blitz '99 

Natsume...Fishing.,.,,.....Reel Fishing 2 


Psygnosis.. 


.Aciion/Shooter G-Police Weapons Of Justice 


Psygnosis . Adventure/Platform .... Kingsley 

Psygnosis......Racing.......Wipeout 3 

THQ.....,,.,Fishing/Sports..BASS Masters Classic: CE 


4111-QyilllTQi GAMES 

Ortober 

AIM.....Action/Shooter...Darkstone 

Eidos.....Action......Witchblade 

Fox Interactive..,..Action/Shooter......Die Hard Trilogy 2 

Interplay........Adventure .....Messiah 

Midway ... Classics........AGH Atari Collection III 

Psygnosis. . .......Wipeout 3 ... racing 

Rockstar...-,.Actson/Bacing..,,....,..Grand Theft Auto 2 

Tecmo...Horse Racing ........Gallop Racer II 

Ubisoft........... .Action/Platfarm......Rayman 2 

November 

989 Studios . ......Snowboarding .. Coot Boarders 4 

989 Studios .. Basketball ... NBA ShootOut 2000 

389 Studios . Car Combat ... ..Twisted Metal 4 

Activision....,......Car Combat.....,..,,....Vigilante 12 

Bandai .. . . Action/Shooter ..... Silent Bomber 

Capcom----..Survival Horror........Resident Evil: Nemesis 



Samewatch 


.. 


While not a true sequel to Metal Gear Solid, Integral 
features many new features and modes that were 
not in the original game, The game will now be 
released on two discs, one of which will contain 300 
training missions. Other additions include new cos¬ 
tumes for Solid Snake and a special first-person mode 
that is unlocked after you beat the game. This title 
should only improve on the original. 


__f 
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Midway,,- ..... ....Action ........Jackie Ctian's Stunt Master 

Midway. ... ....Action/AdventureMortal Kombet: Special Forces 

Mitj'.vay .... ...Basketball . NBA Showtime 

Midway .Boxing....Beady 2 Rumble Boxing 

Mindscape.......Strategy...........Panzer General Assault 

Psygnosis......Formula 1 99'........racing 

Namco. . Platform . .Pac*Man World 

Square EA...Racing.....Chocobo Racing 

Square EA..........RPG.Final Fantasy Anthology 

Titus ..... Action.... ... Superman 

December 

Bandai ... Adventure Countdown; Vampires 

Sidhe Interactive.Shooter.....Dirty War 

other Fiirth-Qiarter Releases 

Accolade.. .Racing....Test Drive 6 

Accolade..........Racing.....Test Drive Cycles 

Accolade....Racing...Test Drive Off-Road 3 

Capcom...... Snowboarding ..... .....Jrick 'N Snowboarder 

GT Interactive.Combat Racing........Rogue Trip 2 

Namco....*...Simulation......Ace Combat 3 Electrosphere 

Namco...Action/Adventure............Dragon Valor 

Natsume........RPG. ... .lufia III: Ruins Chasers 

Psygnosis ... Racing... . . . Formula 1 1999 

Psygnosis ... . . Action ..... Leggit 

Psygnosis.. ... Arcade ... ...TnT; Tricks And Treasures 

Sony CEA ..., .Racing ....CTR: Crash Team Racing 

Sony CEA...Action/Platform.......Spyro The Dragon 2 

Southpark ... .Action/Adventure..,, .. Wild Wild West 


Siietine ie IRRS 


389 Studios . Action...,. . A Star Wars Game 

AGETEC......Skateboarding...Aifboardin' USA 

AGETEC......Fishing.......Bess Landing 

AGETEC....Shooter...........R-Types Delta 

Eidos .... .Action . . . Fighting Force 2 

Electronic Arts..........Hockey.NHL 2000 

Hasboro...Platform.............Glover 

interplay.............Action/Shooter...MOK 2 

Rage......Shooter .Expendable 

Sony CEA.....Party Game....Urn Jammer Lammy 

Take 2.....Action....Grand Theft Auto: London 1969 

THQ.Action.....Danger Girl 

Ubisoft..Action/Adventure....Batman 

Ubi Soft.........Action/Platform .....Tonic Trouble 


First Riarter 2RRR 


Psygnosis . Space Shooter ... Colony Wars: Red Sun 

Psygnosis . Car Combat. ... Destruction Derby 3 

Psygnosis.... 


Psygnosis... . Racing.,. . Rollcage Extreme 

Square EA„,......RPG ....Chocobo's Dungeon 2 

SetBRil Ruarter 2RRfl 

Mindscape ... ...Action/Platform. . Prince of Persia 3D 


Sanetine ii 2RRR 

Square EA............RPG.. 


.Saga Frontier 2 


Ti Re iBiiuneel 


TBD ......Music Game...Busl-A-Groove 2 

TBD..........Racing„.,Superbike World Championship 

3DO.....RPG.Crusaders of Might and Magic 

Acclaim......Simulation.....Constructor 

Activision......Action.......Spiderman 

Ascii.........Sim/Adv..Aqua Prophecy 

Bandai....Action ....Action Man 

Bandai.........Classics.Atari Compilation 

Bandai.......Action/Platform...........Catdog 

Bandai.......Classics.Pong 

Bandai.....Classics..... ....Q-8ert 

Bandai..... .Board Game...Scrabble 

Capcom..............Fighting........JoJo's Bizarre Adventure 

Capcom., .....Platform......Mega Man Legends: Iron 

Capcom.......Fighting............Rival Schools 2 

Capcom ...Action/Platorm ..„...„...Strider 2 

Eidos...Adventure....Fear Factor 

Electronic Arts .Action/RPG.Dungeon Keeper 2 

Electronic Arts...,..,Raclng...Moto Racer 3 

Electro Source...,.....Action.. Men In Black 

Fox Interactive...Action/Adventure........Planet of the Apes 

Grolier Interactive........Action............... .Asghan 

Grolier Interactive........Action..,...........Virus 2000 

GT Interactive...Action.,,.,.. . ....Animorphs 

GT Interactive......Hunting. ...Deer Hunter 

GT Interactive..First-Person Shooter...,„„,.„Unre 3 f 

Hasbro......Action............Frogger 2 

Konami....Action/RPG.... ..Ganbare Goemon 

Lionhead.... Strategy.....Black And White 

LucasArts .Adventure Indiana Jones/Infernal Machine 

MGM Interactive...Action/RPG.Maximum Gauge 

Playmates....Strategy/Action ....Covert Wars 

Playmates....ActionTeenage Mutant Ninja Turtles 3-D 

Sony CEA..............RPG......Dragon Quest Vil 

Sony CEA.1st Person Shooter.....Legion 

Square EA...Shooter ....Internal Section 

Square EA...RPG......Parasite Eve 2 

Square EA......Racing RPG.......Racing Lagoon 

Tecmo....,,.....Action..."Ninja Gaiden" game 

Titus.....Action .....Blues Brothers 2000 



While there have several titles released in the Seiken 
Densetsu series, only one was ever available in the U.S. 

It was called The Secret of Mana and was available only ! 
the SNES. Now. many years later, Square is preparing | 
to release the latest title in the series, Legend of Mana, j 
and there is a good chance that it might hit our shores. 1 
Featuring the same bright and colorful graphics, this | 
latest sequel will also include multiplayer support for up j 
to two players. j 


Gamewatch: 







!► 

Capcom ha$ now decided to moke 
Nemesis a true sequel to f^esfdenf EW/ 
2 and include o number "Z'* in the 
HHe. The game takes place 24 hours 
before ond after the events that 
occurred In 2E2* Ptoyei^ will control 
Jill Valentine from the 


Until we get a copy of the hnisKeel 
gome, Dmo Crisis is going to remain 
high on our list of most wanted tides* 
We can't think of anything better 
than hunting down a bunch of free- 
roaming dinosaurs^ except maybe 
shooting at lots of undead xombles* 


The Japanese version of Omega Boost 
has b^n out for some time now and 
the staff can't seem to put it down. It 
may not be the deepest shooter avail¬ 
able but the beautiful graphics and 
cool-looking bosses really help to make 
up for that* 


Here comes the sequel to Sonyl^ drag¬ 
on plotform game. The first gome 
may hove b^n a little eosy^ but we 
have a fieefmg that this new one will 
have plenty more challenges^ harder 
enemies and o lot of new abilitfes for 
players to leant. 


The release of the most sophisticated 
videogame racing Htte is almost upon 
uSf and PSM is vratfing patiently with 
our V3FX steering wheels already set 
up* We even hove a competition to 
see who can earn all of the gome's 
300+ cars first* 


7 ► i 

While MIC Mythohgies didn't end up 
that great/ we hope that this latest 
side game wilt hove more depth and 
better controls* The gomeploy is sort 
of reminiscent of Tomb Ro/der, 


&► 

The last Twisted Metof title wasn't as 
good os we would have hoped, but 
939 Studios Is working hard on mak¬ 
ing sure that the fourth Installment 
features plenty of new feolures, 
improved graphics and a bunch of cool 
cars and weapons. 


Whol Is there left to soy about diis 
game? The entire PSM staff is almost 
at death's door, waiting for the trans¬ 
lated version of the game to arrive. I 
guess you could say that we are all 
extremely devoted Square fans. Come 
on Square, send It to us already* 


Nooh is extremely excited about 
anything Colony Wars and can't wait 
to get his bonds on this sequel. Two 
guesses which boc»th he will run to 
first at E3, 


Finally/ the PlayStation hos a Martb 
Xar^5ty1e game* Similar to Crash 
Bandkoof, CRT will feature over 20 
different frocks/ a new vIHain and four 
piciyer roclng. 






















































































































































































’■iX’l 1^3 S 








luBiGiii^ 


T A ^ ‘..'i 








REFLECTIONS 


www.gtgamestcom 


PlayStation 


m •, M 

ittM 

Ilu,-- 

n 














































icaqiWsi-'* 


.'■T 






YOU ARE THE DIFF=ERENCE BETWEEN THE 
BIG HOUSE AND A BIG HOUSE IN A/lAlilBU 


YOU ARE THE DIFFERENCE BETWEEN 500 G*S AND 
nO-'IS IN MAXIMUM SECURIIr^. 


YOU ARE THE FASTEST DRIVER 
CRIMINAL COMMUNITY. 
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big buzz here in Japan right now is still the next-generation 
PlayStation — no surprise there. The PlayStation 2 announcement 
has prompted daily reports of Sony’s prowess in the industry newspapers 
over here. One day it’s a fascinating account of the company’s year-end 
financial reports, the next day we're treated to accounts of the strides made 
in the race to claim protective legal rights on digital replication. Who says the 
Japanese don't know how to have fun, eh? Already a giant in consumer elec¬ 
tronics, Sony is entrenching their position in the industry so well that we’re basically now 
looking at the Microsoft of entertainment hardware. It's not just that PlayStation 2 will be massive, 
but there will be no point in batting for any other team once it's released. Even the arcade sector in 
Japan is running scared. Arcade revenues have dropped from near parity with home systems in 
1992, to a situation last year where arcades pulled in about half the cash spent on home gaming. 
Eek! So just think w'hat’ll happen when PlayStation 2 comes out... 


pi&1P'?lonichiwa, otaku! This month !'m writing to you 


C?y®vl^from the first floor of the famous >^magiwa shop, 
right here in Akihabara. This floor is packed with all the 
hottest new Japanese games, the second floor has all the 
classics for super cheap, and, ah, some of you out there 
may be a bit too young for what's on the higher floors 
(blush)! Um, yeah... well anyways, let's get started! 

Tokyo Game Show has come and gone, and all that's 
left are beautiful memories. For us Japanese gamers, it's 
back to our normal lives, where it's still practically impos¬ 
sible for anyone to get a PocketStation. Hey Sony, if 
you’re having this much trouble making these tiny little 
PDAs, then how in the world do you expect to ship 
enough PlayStation 2s this Winter? Guess I'd better grab 
my sleeping bag and get in line now... 

Many of you may of heard about how our economy is 
the worst it’s been in a long time. Many companies, even 
game companies, have had to scale back and cut many 
jobs. Recently, Sega had to close down 101 of its arcades, 
and cut 1,000 jobs from its total workforce! However, the 
good news is that even though Sony's profits dropped 
20% from last year, the company still made a profit. 

Well, enough of the bad news. Things will only get 
better as Japan digs itself out of the state its in. Let's just 
hope that the hard-working people who lost their jobs will 
get back on their feet soon, so that we can all continue to 
enjoy hot new PlayStation games. Until next time, jya ne! 


Eagerly Anticipated 

The games we're most desperate for this month bridge the gap between gaming and the big screen, 
from the sequel to the game that could have been a spy movie, Metal Gear Solid, to the game that 
really is a movie, Star Wars Episode V. The Phantom Menace. Also, there’s Dino Crisis, which by the 
way, comes from a company intent on turning their games into movies. Mefa/ Gear Solid: Integral 
may not be a true sequel, but everyone will buy it because it promises a bit more of the same glory 
in the original. And everyone will buy the Star Wars game just because...um, it's Star Wars. Speaking 
for myself, though, I frankly can't wait for the release of Little Lovers She So Game, from that bas¬ 
tion of game development, NTT publishing. (NTT is like the Japanese version of AT&T). Yep, we've 
got our share of stinkers over here, too. 

S Hot For PlayStation 

Dance titles still have Japanese gamers mesmerized, with both Beatmania and Dance Dance 
Revolution still going strong. The special mat controller for the latter is one seriously hot commodity, 
and sold out almost everywhere. Omega Boost has also blasted its way into gamers' living rooms, 
and Densha de Go2 seems to be lasting as long as a commute on a real train. 







A Ah, Akihabcra in the summertime.MYou guys should reolly Iry io get over hero at l^ast onco, so you'll know just how cool it 
realty is. Of course, that might actualty make things worse, to be teased with Heaven if you never get to moke it back... 


Import Hews and Hotes _ 

Well, that about sums it up for this month, Really, things here have been relatively quiet since the Tokyo Game 
► Wild Arms 2 announced Show. Gamers know that the really amazing stuff is still a ways away, so for now they're just content to buy 

Sony CEI has announced Wild Arms 2. It's been nearly the occasional cool new game and take their time with it. As for myself, I've still got plenty of great games 

two years since the first game released in Japan—let's that I haven't had time to finish, so 1 won't have any problem staying busy. As a matter of fact, why am ! still 

hope that Sony used the lag-time to make a hot sequel. here talking to you lot when I could be playing them right now? Gotta go friends, the PlayStation calls to me! 


^ Toshinden 4 coming 

Battle Arena Toshinden 4 is on the way! Maybe this isn't 
a good thing. The series has pretty much sucked since the 
first game, which was really good for the time. Well, let's 
hope that Takara can get the series back on track. 

^ More Mega Man! 

Just as the Mega Man Legends spinoff Tron Serverbots is 
preparing to release over there in the States (under a dif¬ 
ferent name), Capcom has announced the true sequel to 
MM Legends. In it. Mega Man (who is called Rockman in 
Japan) must come to the rescue of his girlfriend. No 
release date has been set, but we’ll keep you updated! 



Max Everingham 
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if Dino Crisis and the hew Bes/Seftf fevff vvasnT 
Y Gapcom is preparing a samurai version ' 

Demton kVarr/br: The game uses ^e fies/deaT£w/ st^lel-ftr'pre- :L; 
rendered backgrounds mixed with 3D polygonal characTersr and ihas: - 
you f^Ing evil, demon-possessed samurai. Not much else is'^nd^ 
aljout the game,, other than it's scheduled Winter release, date.: L; 


fr:';-r3r, 

a(iinos|Ai^fbi( Surmvol 


•k Banzai Chibi-Chan illustrations by Robert DeJesus 
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1. Dance Dance Revolution 
(Konami) 


2. yVorid Stadium 3 (IMamco) 

3. SaGa Frontier 2 (Square) 

4. Soul Hackers (Attus) 

5. Japan Pro Wrestling (Human) 

6. Um Jammer Lammy (Sony CEI) 

m 

V Final Fantasy VIII (Square) 

8. Kotobuki Grand Prix (Cisco Ent) 

9. Real Battle Pachinko (Sarny) 

10. Final Fantasy Collection 
(Square) 

* Sourae: PlayStation, 99/03/08 to 99/03/14) 










DINO CRISIS 

YES! I'm going to be in 
"Survival Horror" heaven! 
The only thing that could be 
better than dinosaurs would be 






undead zombie-dinosaurs, but reg¬ 
ular ol' dinos will be good enough. 
If I get too creeped out, though, I 
might have to turn my trusty night- 
light on... Er, I didn't just say that 
out loud, did I? 


m. 




A Who needs zombies when you con 
bio St bloocfthi rsty raptors to bits? 




.tjf€ Linvif%ri 

■he, time, 

come and gone here 
Japan; Uterally- meaning 
.".Watcfiing flowers'-', the whole 
nation spreads- sheets' on the' 
ground under cherry trees in 
parks throughoji ' the city and 
looks at The magnificerit. sakura. 
blossorh. Ih reality, it's, a 
veiled excuse to sit all day, doing 
nothing but drinking vaat quanti¬ 
ties of beer and ogling passing 
vvorrien (dr men) when ydu"”^ 
should actually be at work. Cool. 


JUL,Y J-R*P*RNeSE -RHELEI^^SeS 

DATE TITLE ^ PUBUSHER 

GENRE 

6/3... .Segareijifi...... 

. Enix.. 

....ETC 

7/1 .. .Super Pinchinko Station 6.. 

. SunSoft. 

... ETC 

7/1 .. .Metal Gear Solid Integral . .... 

Konami. 

... AGT/ADV 

7/1 .. .RestaurantDream . . . .... 

. Teichik. 

....??? 

7/1 .. .Blade Maker. --- 

Shoeisha. 

... RPG 

7/1 .. .RiverhitI Best Vol 1 dayman 2 

Riverhiilsoft. 

...ACT 

7/1 .. .RiverhitI Best Vol 2 Blue Chicago Blues 

Riverhilisoft. 

... ADV 

7/1.. .Riverhii! Best Vol 3 Pierrot Murder. ... 

Riverhiilsoft. 

.ADV 

7/1.. .Riverhii! Best Vol 4 Refrain Love _ _ ■ 

Riverhilisoft. 

.. .SIM 

7/1.. .Riverhiil Best Vol 5 Graduation 2 .1 

Riverhilisoft. 

.. .SIM 

7/1 ,. .Perfect Performer. .. 

Funhouse. 

. , . ??? 

7/15. .Little Lovers She So Game. . 

NTT publishing ... 

...RPG 

7/15 . .Vandal Hearts 2.. : 

Konami. 

... STRAT/RPG 

7/15 . .Lord of Fist.. 

Media V\/orks_ 

...ADV 

5/22 .Simple 1500 Series Vol.l 1 The Pinbali. 

Culture Publishers. 

...TBL 

5/22 . .Simple 1500 Series VoL15 The Quiz... 

Culture Publishers. 

... QIZ 

July . .Perm Town.. 

Mainichi Comm... 

...TBL 

July , .Aquanaut's holiday 2. 

Artdink. 

... S(M 

July . .City Bravo!... 

Artron. 

... SIM 

July . .Mighty Hit Pop. 

Artron. 

...SHT 

July . .Inagawa Junji Horror House. 

Vidget. 

... ETC 

July . .Dino Crisis. 

Capcom.... 

...ADV 

July , .Super Chinese Fighters DX. 

Culture Brain_ 

... ACT 

July . .Purumi Purumi. 

Culture Publishers. 

...RPG 
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Ttkeskll Eitukef 
You jays mda it. 


NAMUUUIKIU 
the Vtfiod guide i» 
to eveHesting deliglitsll 
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Croc hurries along pathways 
and scurries below them. 


Croc races into action in a go-kart, 
hang glider, speedboat, mine cart 
and a hot air balloon! 


Croc picks up and throws 
objects to discoyer hidden clues! 














































i^roc 5 nacK fn af7 excfUiig new advenfjute es jie searches for bfs longhst parents. pptiJhe search soon becomes a 
showdown as Croc's archenemtf, &aron Qante, is ma^cafltf resurrected by his evU Panf^nis^ Join Croc'sJourney as he explores 
over lev^s wrfbfii four Gobbo Me visages, each packed wHh utd^iue Gobbos, misctdems monsters, and ions of for^f 


guimniL 


CROC 2 © 1999 Argonaut Software Ltd. Atl rights reserved- CROC 2 is a trademark of Argonaut Software Ltd.© 1999 Twer^ltelh Century Fox 
Film Corp- Alt rights reserved,© 1999 Nabisco, tnc. PlayStaiion and the PfayStalion logos are registered trademarks of Sony Computer 
Entertainment Inc. Fox Interactive is a registered trademark of Twentieth Century Fox Film Corp. 
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the masr hanesr, dependable, unbiased 
playsfarion revieius on the planer—period 


Yes, the PlayStation is incredible—but thM 
doesn't mean all of its games are going to 
knock your socks off. Our reviews give ym 
the total breakdown on all the latest titles, 
so you know when to buy and when to cry. 







ESC3O0 37 

. /-Km 

Centipede — a__ ____ _ a . pg. 40 

Croc 2.. . ...pg. 45 

-■■ ■ - ■ ■' 

Grand Theft Auto: London 1959__ pg. 44 

High He^at Baseball 2000 ........... pg. 44 

Lunar: Silver Star Story Complete . . . pg. 38 

Ultimate 8 Bali .... .pg. 39 

Warzone 2100 . pg. 
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'■j e here at PSM want you to know that we take 
J our reviews very seriously. Just like you, 
we've been burnt before by bad games (and these 
days, it ain't so easy to get the store to take 'em 
back!). So when we sit down to review a new title, 
we look at it like this; if we had just shelled out fifty 
or so hard-earned bucks for the game, how satisfied 
would we be? 

To summarize a game's overall worth, we use the 
traditional "five-star" ratings scale. If we give a game a 
full five stars, it’s our guarantee that you can’t go wrong 
with it, so go out there and pick it up! 

UIh-RT THe KRTINGS m^RNS 


A PlayStation classic that no fan should be without 
A can't-miss game, no matter who you are! 




A really well-done game, if you're a fan of die genre, 
you should definitely check this one out 


/a 


A pretty good game. It has its share of rough spots, 
but it has some redeeming qualities, as well. 



Maybe worth a quick look if you're a diehard fan 
of the genre or license, otherwise, don't bother 


Don't even make eye-contact with this one— 
it's not worth one second of your time. 


SRCRfCING IT RLL DOUINi FSHTI STYLG 




WEEK 2NPWEIK. IlST MONTH liMD 


1ST HOUR 


This ts the 
Gome 

Summary. Ifs 
kind of tike 
"Cliff's 
f*lQfes" for 
oil you lazy 
types who 
won't read 
the whole 
review. 



WTtfi our Reploy Chort^ you con see the potenlrql lifespan of o gome ot 
o glance! Some games ore greot fun ot firsts but quicldy wear thfn. 
These ore the categories that we think are most Others are tough to get irrto/ but really take off if you stick with 'em. A 

important when rating a gome. Each is rated on 5 means thot you will be pbying It non-stop, while a 1 means its prac- 

a scale from 1 to S* tkally in the cfoseh 




hese are our ratings for 
some of the games released 


over the past several months. 
Check 'em out for any titles you 
may have missed! 

Abe's Exoddus OOOO 
Akuji OOOO 

Animaniacs Ten Pin Ally OOO 
Army Men 3D OOO 
Big Air Snowboarding 01/2 
Blast Radius OO0 1/2 
Bomberman Race OOO 1/2 
Bloody Roar 2 OOOO 
Bust-A-Groove 00001/2 
Bust-A-Move '99 OOOO 
Civilization 2 OOOO 1/2 
Contender 0 1/2 
Cool Boarders 3 OOOO 
Darkstalkers 3 OOOO 
Ehrgeiz 0001/2 


FIFA'99 OOOO 1/2 
Fighter Maker OOO 
Freestyle Boardin '99 O 1/2 
Gex 3D: Deep Cover 0001/2 

Guardian's Crusade OOOO 
K-1 Revenge OO 1/2 
Legend of Legaia OOO 1/2 
Marvel Superheroes vs. 

Street Fighter OOO 1/2 
MediEvil OOO 
MLB 2000 00001/2 

Monaco G.P. 00001/2 
NASCAR '99 001/2 
NBA In The Zone '99 OOO 
NCAA Final Four OOO 1/2 
NC/\AGanneBreaker '99 00001/2 
NCAA March Mad '99 OO0 1/2 
Nectaris OOOO 
NFL GameDay '99 00000 
NFS: Fligh Stakes OOOO 
Point Blank 2 OOO 
R-Types OOOO 
Rampage 2: Universal Tour 00 
R4: Ridge Racer 

Type Four OOOOO 


Rogue Trip 0001/2 

Rollcage OOOO 1/2 

Rushdown 01/2 

Shadow Madness 0001/2 

Silent Flil I OOO0 1/2 

Sports Car GT 001/2 

Spyro the Dragon OOOO 'I 

Street Fighter 2 Collection 00€^ i 

Star Ocean 2 OOOO 

Street Fighter Alpha 3 OOOOO 

Street SkSer OOOO i 

Syphon Filter OOOO i 

T'ai Fu OOO 1/2 i 

Tales of Destiny OOOO | 

Tenchu 00001/2 

Tiger Woods '99 PGA Golf OOOO I 
Tomb Raider III OOOO 1 

IR.A.G. OOO I 

Triple Play 2000 OOOOO 
Twisted Metal 3 00 
Unholy War, The ^00 
Uprising X OOOO 
WCW/nWo Thunder OOO 
WWF Warzone OOOO 
SXtreme OO 




































































































































TUt yvtsT. 


XHt iflOC 

■hjirrT (IflOWT^ 
.wtrr 




f^jr>rTiOSt a; 


" Rebate awarded by marl 

Half-Life^" Sierra On-Line , !nc. and Vafve LLC, AH Rights Reserved, Sierra, Sierra Studios, 

Half-Life and the Half-Life logo design are trademarks of Sierra On-Line, Inc. Valve and Valve logo are trademarks of Valve LLC. 

Visit us onHne at www,riewlme.COm ©1999 Mew Line Home Video, Inc. All Rights Reserved. Offers expire 12/31/99. 



■ - f.' “ • 

•- . .• -■* 





T"" 

t 

/ 





• c 








T? /“vTn m? 


” ' 

'■ " -; ■*:,• . 
















July 13 3 3 

httf!/ /wujuj,F5rt10 NLlNE.com 








K'- ^ 




Sony CEI 


TYPE OF iAHE 


Platfarm 


< Some monkeys ore harder 
to get to than others, and 
require unique strategies* 





Liil& 


_ 


Sony CEA 



Once you've caught every mpn- 
Ipey on a (evel, you can re-enler 
It for Time Trial iitoy^ where you 
race the ciocic to catch monkeys. 






A GDOFY, BUT SERIOUSLY GODD, PLATFORM GAME 


^ No/ that's not 
Chibi-Chan; it's 
Spike, the 
gome's lead 
character* 


t first glance, Ape Escape 
appears to be a typical, 
cartoony 3D action title. But pop it in 
for a quick play, and you soon 
realize just how amazing 
and original this game is. First 
off, your main objective is to catch 
wild monkeys in a big net — that's def¬ 
initely a first. Also, this is the first game 
designed to exclusively work with analog con¬ 
trollers (like the Dual Shock). This is because the 
developers wanted to take full advantage of the con¬ 
trollers' unique features, to create new and unique control 
schemes that wouldn't have been possible if the game had 
to play equally well with the original digital PlayStation pad. 
At its core, Ape Escape is simply a fun, straightforward 
platform game. This is perhaps the only genre the PlayStation hasn't 
dominated in, since Nintendo has pretty much had a lock on it. However, 
the PS has made steady progress in this area, and Ape Escape is by far the best 3D 
platformer we've seen on the system. It’s got everything it needs to stand right 
beside Nintendo's top titles: great control, fun play mechanics, varied puzzles, and 
plenty of hidden secrets. The levels are extremely well designed, challenging you to 
use many different skills as you explore them. The game never becomes too repet¬ 
itive, and you'll never find yourself getting bored of the action. 

If you don't already own an analog pad, then this game alone is well worth the 
purchase. The control schemes are incredibly innovative, and once you spend a few 
minutes getting used to it, it's a whole lot of fun. The game controls were designed 


A No 

wards can describe 
the pure, undiluted 
fay of netting yaur 
first mankey. 


A Eventually the monkeys get more 
aggressive and will fight back* 


to mimic your character's on¬ 
screen movements. For 

example, to use the 

Slingshot, you pull the stick 
down as if you were draw¬ 
ing back the sling, then to 
fire, you release the stick and 
let it naturally snap back to its 
neutral position. To row down a 
river in a raft, you make circular 
motions with both analog sticks, 
using one for each oar. Each Gadget 
that you get has its own unique use 
and control. The game also makes 
major use of the often neglected L3 and R3 but¬ 
tons, which you trigger by pressing the two 
analog sticks down "into" the pad. The overall 
effect of this unique control system is very cool. 

The game also has a lot of replay value, You 
only have to catch the required number of mon¬ 
keys per stage to move on, but you can come 

back later to grab the extra ones you missed (there are 204 in all). Catching every 
monkey will open up new secrets, as will collecting Specter Coins, which open up 
entirely new mini-games. There's just so much stuff packed into this game! 

This game is just loads of fun. It blends a lot of old-school platform action with 
some very unique twists, and the result Is a game that nearly even/ action fan should 
be able to enjoy. The graphics do skew kind of young, but that's typical for this style 
of game. The actual gameplay does get fairly challenging, so nobody will be able to 
blow through It right away. What else can we say? As longtime platform fans our¬ 
selves, we give this game our highest recommendation. 


A There are two vehicles in the 
game/ a river raft and this tank* 



U51NC3 


The Professor's inven¬ 
tions are a major 
in this game, and 
they're all really cool 


^ The RC Car may just be the single coolest item ever* 


▲ The Magic Punch pocks the most paw- A You've got to love something called 
erful atta^ in the gome/ but you don't "Monkey Radar"* With this Gadget/ no 

get it until you clear all the stages. monkey can hide from you for long* 
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RPG 


Working Designs 


A Wandering the landscape becomes on unnecessary task once you by your bonds on one of the 
socred Dra 9 on items. 


TYPE OF SAME 


4 Though o bit on the simplistic 
side^ combqt is quick cmd 
eosy to rnonage, due to the 
incredibly straight forward 
menu system. 


THE WAIT IS FINALLY OVER 


> Beautiful cinemos 
with some surprising* 
ly good voice octing 
serve as treots for 
progressing through 
the game. 


ack in the days of 
16-bit gaming, sys¬ 
tems like the Sega CD and 
the Turbo Grafx CD were 
striking out into bold new ter¬ 
ritory by exploiting the medi¬ 
um of FMV cinemas to further immerse players 
into games. It was on these systems that Working 
Designs cut its proverbial teeth, porting over Japanese 
RPGs like Cosmic Fan^sy 2 and Popful Mail, chock-full of 
wacky localizations and quirky voice tracks. 

With the release of Game Arts' Lunar: The Silver Star on the Sega CD back in 
'94, Working Designs hit upon a formula and a nerve in the console RPG communi¬ 
ty that still resonates in the 32-bIt era, Featuring a heavily anime-inspired storyline 
and immensely likeable characters, Lunar: TSS and its sequel, Lunar: Eternal Blue, 
became the main reason to own a Sega CD. Now, five years later, a whole new gen¬ 
eration of gamers are able to experience the /.unar universe in an updated form. 

Centered around a young boy named Alex, the game begins with a simple 
adventure; in this case, Alex must seek out the White Dragon's Diamond from a 
cave near his hometown. But the minute he lays his hands on the jewel, he learns 
that he must follow in the footsteps of his hero, Dragonmaster Dyne, and "fulfill his 
destiny", which intertwines with that of his childhood sweetheart, Luna, who sets 
out on a mysterious journey of her own. 

Visually, Lunar is colorful and detailed, but distinctly 
outdated. With small sprite characters scrolling 
across similarly constructed backgrounds, 
those looking for the graphic punch of 
upcoming RPGs like Jade Cocoon or Final 
Fantasy VIII might be a bit disappointed. 
Even the game's simplistic battle engine, 
which consists of only a few different 
actions (magic, attack, item use or escap- 
seems a bit past its sell-by date compared 
to the combat engines featured in a bevy of 
role-playing titles that have long surpassed 
this type of battling. 

But even on the Sega CD, Lunar's 
strength never relied on gimmicks like 

-.Eochofthe flashy visuals or exten- 
star-cros^ lovers, sjye battle scenaflos and 

^wetheir*'"^ the 32-bit remake is no 
adver^res, even different. Instead, the 

though you can ^ i 

only play as Alex. 'OCUS Of thO QSrnS COP- 

- centrates on character 


development and storytelling (two features commonly overlooked in many US 
RPGs), accomplished through beautiful 2D cinemas and expert translation. Filled 
with a sort of sly humor, even down to the weapon descriptions, Working Designs 
hasn't skimmed over a single bit of text. And the effort pays off for fans of the 
series as well as newcomers to the Lunar universe. For those who slavered 
over Alex and Luna's adventures on the Sega CD, there are countless variations 
from the original to warrant a purchase. And for those who never heard of the game 
before now, there's also enough charm and gameplay to keep you playing until 
the end of the game. 

With a tale as classic and expertly told as Lunar's, and packed in with enough 
goodies to make even the most stingy fanboy weak in the knees. Lunar: SSSC 
comes highly recommended for fans and newbies alike. 


A A new addition to the lunar franchise is the elimination of random battles. You can see enemies on 
the screen, but they can also see you. Run! 


Lunar: Silver Star Story Complete 
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Ultimate 8 Ball 





PUBLISHeR 


Konami 


EVELDPE 


Appal oosa interactive 





TYPE OF GAME 


Action/Shooter 


0 { 2}0 


4.\ 


4 UltiiiKile 8 has tons of 
reolisim, replay value and 
cheesy character names. 


VARIETY ADDS UFE TD THE PDDL RACKET 

D he sophisticated, yet eclectic, gamer must have at least one pinball, one 
fishing, and at least one bowling or pool game in their collection to cele¬ 
brate the true art of gaming diversity. At least that's what Ms. Manners might say 
were she a gamer. 

The biggest pocket of fun in Ultimate 8 Ball is the large number of modes, four¬ 
teen in all and each can be played one-on-one against the computer, or with up to 
15 other players in turn-based competition. There's everything you can think of here, 
from 8 ball (US or UK versions), 9 ball, 10 ball, 6 ball, 3 ball to Straight pool. Speed 
pool, and Rotation. For real pool sharks, though, the game gets rougher as such 
classics as Killer, 1 Pocket, Bank Pool, 10 Pin, and ultimately (Cutthroat are available 
for sheer variety. Add to that a bevy of creatively shaped tables, and the game just 
gets deeper. 


Ultimate 8 is constructed with polygonal environments and players, chromed 
balls with reflection maps in place, and an unusual treasure chest of textured pool 
tables. Having said that, some graphic details are rough. Your own character is often 
shown from the inside (a mild glitch), and the rooms are so dark that details are hid¬ 
den away from sight. 

Another problem is that the game lacks the dry humor of Activision's Pool 
Hustler, so the long waits In between shots seem longer. But the realism is more 
genuine. Pool stick control is tighter, with English controlled by the square button, 
and power gauged by a quick meter. Your player even lifts his stick over the oppo¬ 
nent's balls in a crowded area, a nice little detail that adds to the game's realism. If 
you're looking for replay, variety, and realism, and can forgo a little graphic finesse, 
Ultimate 8 Bali is your game. 







1ST DAY 


ISTWt&K 



A FUN. YET DRY. GAME DF PDDL 



lOUSlV 


eus 


it sea 


or were 


SOULS were 


Echo Night takes you on an exciting supernatural adventure to past 
times and distant places. Along the way you will encounter unusual 
characters, visit past eras, and talk with the dead. Be warned, this 
adventure is not without peril, there are devious mini-games and puzzles 
you must survive before you can team the secrets of the dead and the 
ancient talisman stones. ^ 




Coming in )uly 




199^ FewS tjfiwapv.. 'im.M TtghtsfdsetTHid. logo. Echo Sjsciht^ tW Echo iJight arif It5<fenwk? of 

'StailoEi and 


other O'sind and OiTtidiStefed tradepiaTK& of Iheir lespective ovvnefti. ’?l 

the PlayStation at s of Sony Carttpuitr The ratings icon is a ifodontdrk of thi 
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Arcade 


4 Hosbro's CenHfiede gives you 
a whole new angle on getting 
rid of insech. 


tr* 

3. 


JLD MEETS NEW IN THIS LIGHT ARCADE REPRISE 


m asbro has dug up the past again with its new updated take on one of the 
world's nnost ingenious coin-op titles, Centipede. It's tweaked just enough 
to invite a small legion of new, casual gamers into the swing of things, and it's a 
decent remake. 

Like Activision did with Asteroids, Hasbro hardly strayed from the original for¬ 
mula. Where it did take liberties, such as dropping the camera angle, bringing in a 
hero, and fleshing out the graphics to full 3D polygons, developer Leaping Lizard 
manages to retain the old coin-op magic. Like restoring a classic painting, the team 
touched it up here and there to modernize it and keep it fresh. 

In a ship called "The Shooter", players plod through six organic worlds, each 
with a cadre of new insects to hunt you down. With special weapons at hand, such 


as a three-way shooter, you can dig a little deeper into a 3D world that's no longer a 
2D rectangle, enabling a little exploration and even a little hostage rescuing; but not 
too much more. The Arcade mode is a port of the classic coin-op, and despite its 
great gamepiay, it looks weathered. This could have been cleaned up a little bit, i.e., 
made brighter, or even better animated. The multipiayer mode does, however, 
involve as many as four players in turn-based competition, which is a nice improve¬ 
ment over the arcade original. 

Basically, this is one game that your innocent cousin Timmy might play, but 
maybe not your Metal Gear-loving older brother. It does a decent job of updating a 
true classic, but really introduces nothing terribly new to the field. Because of this, 
it's a safe game for the casual player, and nothing really more. 
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A FRESH APPROACH 
TO A GROWING GENRE 


Warzone 2ID0 


trategy games on the 
PlayStation are always a diffi¬ 
cult lot, simply because the controller is 
not as intuitive-^as a mouse. While the PlayStation mouse does 
exist, you'd be hard pressed to find it in most households. This is one minor point 
the developers of Warzone 2100 seem to have overlooked. 

The interface on Warzone 2100 is very PC-centric. It was designed for the 
PC and ported to the PlayStation without any thought for the controller differences. 
As a result, Warzone 2100 has a high learning curve, as players attempt to adapt 
to the PlayStation controller. Those with a PlayStation mouse will be glad they 
purchased it. 

Once players are past the poor interface, kVarzone 2/00 turns out to be an enjoy¬ 
able game. There are plenty of new features, which add to the real-time strategy 
genre, and prevent Warzone 2700 from feeling like a simple clone. 


4 Warzone is one of the lew 
RTS games to utrlize a true 
3D Iqnd^ape. 


The most unique feature of the game is the "create-a-unit" option. Warzone 
2/00 has the player researching specific technology components, instead of units. 
These components can then be mixed and matched in a design screen to create 
individual units. Players can design both offensive and defensive units. There are 
over 2000 possibilities, ensuring a different army for every player. 

Another innovative feature is the game's persistent world. Instead of starting 
each mission from scratch, Warzone 2100 builds on previous missions. This means 
the base you built in the first mission 
is still there in the second 
mission. 

Warzone 2/00 is one 
of those games that grows on you. 

After an initial bout of utter repulsion brought 
on by the horrid control, players wil' begin to 
the game underneath. While it isn't going to 
a classic, Warzone 2100 adds enough to the 
RTS genre to be worth playing. 
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epic adventure that is / he Phantom Adenac 
II journey to all the stunning locations of 
to play a decisive role in every key event 
here’s no such thing as a part-time )edi. 
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pr^irpting game|ouVe been waiting for is here. Fighter Maker. Finally 
eyi^hing ypu\e ever wanted in a fighting game-hard-hitting one or 

er3D aption. an incredible arsenal of more than 800 moves, AND 

^ 

)M-qudiitv design tools that let YOU create YOUR perfect fighter, If you've 
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move and combo down cold, start inventing your own! Fighter 

^ Maker puts you in total control of every 
frame of animation, body movement, and 
camera angle as you design your custom 
fighter from wireframe to unstoppable 
^ ' fighting machine. When you think you're ready 
BK-tlC^save your creation to a memory card and Kick Ass! 


Next Generation 
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Brand Theft Auto: Landan I9B9 





Rockstar GniitcN 


4 Hey, Cdr[ackers really knew 
how to swing In London back 
in the ^60s^ i^byJ 


RDCKSTAR BRINGS EXPANSION TO M PLAYSTATION 



rand Theft Auto: London 1969 is a first. This game is the very first US 
PlayStation title that's a PC-style add-on expansion pack to an existing 
PlayStation game. In order to play this game, you must own the original Grand Theft 
Auto PlayStation game. 

And because the game is an expansion pack, it revolves around the same graph¬ 
ics, sound, and gameplay engines of the original. And obviously you've already famil¬ 
iarized yourself with the way Grand Theft Auto plays, otherwise you wouldn't tech¬ 
nically be able to play the add-on pack, would you? 

In the expansion pack's case, the year is 1969, the place is London. Crime's run 
rampant, and you're a part of it. The game features 32 new missions to blow 
through, but they all mesh together as the "carjack a vehicle, drive it to a location, 
carjack another vehicle, drive it to another location, repeat" variety. The challenge is 
to not get caught by the cops or run over. It's fun to run around and steal whatever 
car you want, at least for a little while. But the 

missions get old, fast. And if you’ve gone a fth 

through the original, the only thing you '|,erks tn om? 

haven't seen in London 1969 is the 30 or SP landon J969 

so era- and location-specific vehicles. ||B get to meet 

There is nothing really else that's new. “Pf* 

„ ^ I r I I With guys 

But you get what you pay for. It s . like this, 

budget-priced, because it’s an 
expansion pack. Rockstar is also 
packaging this disc in a mis¬ 
named ''Director's Cut" 
edition of the original 
game. Even in the new 
setting, though, it's 
just more of the same. 


CONTROL 


INNOVATiaN 
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A BIT LATE AND SLDW TO THE PLATE 


P|n ere's a good rule of thumb in the videogame Industry: if you’re going to 
enter an already occupied sports genre, you should have the game ready 
around the same time as the competition. High Heat Baseball is a bit late to make 
the early baseball season, and it doesn't help much that it isn't as complete a pack¬ 
age as the already-released baseball titles on the PlayStation. 

The design is based around last year’s PC version, but where the PC game uti¬ 
lized sprite based characters on a polygonal background, the PlayStation version 
goes for a full 3D engine. The trade-off is that the players don't animate as realisti¬ 
cally as the "other" baseball games released this year. Audio-wise, it's the same 
deal 3DO isn't matching the same quality of color commentary and play-by-play 
that's to be expected now. It's rather dull and lifeless. 

The game features a good pitching interface where you can try and guess the 



i IQ 




Mr 


• • mi 

mw' 


.in n r 


3D0 


3DO 


Baseball 


4 Sadlyy High Heof Bosebati 
2000 doesrk'f bring enough 
to the plate* 


TYPE DF GAME 




type and location of the pitch. Unfortunately, this item has been used In baseball 
games before, and more intuitively, too. In this game's case, it's a matter of a few 
awkward controller commands instead of an easy cursor Interface. 

Control-wise, it's pretty tight, but there's no spark of energy in the game, Sure, 
there are diving catches and slides, but there's no excitement. It's little more than 
what 16-bit baseball titles offered in terms of features and fun. And while 
there’s nothing entirely wrong with that, the other guys' baseball titles are 
much more attractive. 

But videogame history shows that it's not commonplace to burst out of the 
gate with an absolute winner - figure the first edition as the Spring Training to work 
out the kinks before starting the real season. We're sure that after this version, 
3DO Studios will work out the problems and bring a few more features to bat in the 
2001 edition. 

It's honestly too late to try and top the outstanding offerings put forth by EA 
Sports with Triple Play2000. and 989 Studios with its MLB 2000. High Heat Baseball 
isn't a bad baseball title, but it's loaded with mediocrity. But it makes for a good foun¬ 
dation, and there's always next year to be a contender. 
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Crocz 


> Cave Gobbos are the most 
primhive of olf the Gobbos* 

Swinging through the jungle on a vine 
IS the least of their hijInksT 
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Fox Interactive 


DEVELOPER 


TYPE 8F BANE 


4 There are seven bosses to 
>J face in the game* This is 
. Soveena the Squid^ from the 
first worlds who happens to 
have o Crush on Croc* 






'j'U 


A The col- 

- --— - ■■ orful/ cartoon- 

ish graphics defi¬ 
nitely let you know this gome was geared for 
kids/ but mature gamers will hove o ton of fun, 
too, especially with all the little mini-games you 
can play with the Gobbos* 

4 At the heart of the game ts your bask 
platform jumping* Some of the levels 
are very tough* 







laVE THE SEBHEL 


he original Croc was a cute game with lots of platforming fun to be had. 
Unfortunately, over time the gameplay became repetitive. The first sequel 
is a serious evolution for this short series, making it one of the most improved 
games we've ever seen. 

A little was borrowed from Crash and a bit from Zelda to create a world for the 
adorable Croc that really makes you feel like you're in an involving adventure rather 
than an exercise in platform jumping, while still retaining its simple appeal to 
younger gamers. The graphics are bright and cartoony without a polygon seam to 
be found. The original Croc looked great as well, but the variety of textures and the 
assortment of areas really go beyond what the original had to offer. 

The stock story has Croc out to find his true parents after saving the helpless 
Gobbos in the last game. On his journey he will encounter four other communities 
of Gobbos, including Sailor Gobbos by the ocean. Cave Gobbos, Inca Gobbos and 
Nordic Gobbos. who live in an icy snow region, Each have their own look and unique 
set of adventures. Standing in Croc's way is his resurrected arch nemesis Baron 
Dante and his evil Dantinis. It's up to Croc to help all the poor little Gobbos 
and stop Dante for good. 

Each world is a hub for accessing that world's levels, but there is much 
to do in these main areas alone. There are fun little games to play with the 
local Gobbo population, like a jumping contest and a Simon Says game, 
which greatly adds to the game's charm. Level objectives and other useful 
hints are revealed through conversations with the Gobbos, making you feel 
like you are actually a part of a living world. There is even a local store that 
allows you to purchase helpful Items, like extra lives, with the crystals you 
find throughout the game. One interesting innovation is the use of the 
Lifesavers and Gummie Bears licenses. At the local store, you can purchase 
three different kinds of Gummie Lifesavers which can be used as launching 

pads to secret areas. There is also a remote control mechanical 
Gobbo for reaching hidden places. All these come together to 
really break up the pace of the game. 

Each level is a totally new experience, with at 
least a few levels found in each world that feature non- 
platform type gameplay like racing a speed boat, rolling 

4 Cr« shows his skill or, a^und on a giant snowball or fly- 
o very (Mimitive skoieboord. jng a handglider. These are sim- 

pie and are some of the easiest 
levels to beat, but go a long way in extending the 
ife of the game. You can also collect special col¬ 
ed crystals, which will open a secret level after 
you've found them all. Find every collectable in 
the game and a fifth world will open, giving this 
game even more replay value. 

Control is good, with analog and Dual Shock 
vibration, making all of Croc's new moves, like the 
power flip, easy to use. There are still some fair¬ 
ly tough platform bits which may frustrate, but 
you never feel like it was the game's fault. 


hp'‘4'^ 

A Each world features some levels that will hove you 
doing some kind of aetTvily other than platform 
jumping^ like speed boot racing, riding a mine 
cart or flying o handglider* 


4 A nice addition to Crac 2 is a store which you can by a 
few dffferefit items like extra lives, Gummie Lifesavers for 
reaching secret areas and a mechanical GobE>o to help you 
along your adventure. 


CROC EVOLVES INTO A REAL COMPETirOR 
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^AUTOMOBILE CLUB DE MONACO 




















































You want to play with fire? Monaco Grand Prix™ 
is the most challenging racing simulation ever 
created. 22 expert racers compete on 16 famous, 
international tracks. The advanced driving 
engine redefines the meaning of expert racing. 
Every turn, pass, and acceleration must be timed 
to perfection. This is not a toy. Blow it and your 
car is shrapnel. Bred for the Pentium® II, tuned 
for the PlayStation® game console and the 
Nintendo® 64, and approved by the masters of 
the Automobile Club de Monaco. Feel the burn. 
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Publisher Midwav 
Developer Midway 


Release Date November 
Type Action 
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A With fu}f 3D ^mepJoy^ you can now be 
ottacked by multi pie enemies "from several 
directions at once. 

. ki. . . ■ . ■ ■ 


A No, that ain'> loral Altbou^h Spe^iof 
forces offers much that is new^ there ore 
times when it looks very Tomb fta/derish* 


A Look out belowl The stages are stacked 
in multiple levels, which creates a more 
realistic 3D environment to explore*. 






■ ■■ ■ 


This is the first Mortal Kombat game to 
ever offer a fully 3D gaming experience. 
You can run into the screen, out of the 
screen and at! around, just as you would 




A An effort was made to make Sonya 
even sexier this time around, which is 
very apparent when you see her chest 
in motion. Remember Dead or Alive? 


w for a big man, Jox sure can runl Itls easier 
with analog control, and Dual Shock vibration is 
added in, too. 


A Notice the ^'Message" alert in the 
upper-right comer of this screen. Like in 
Metal Gear, you con receive instructions 
from command. 


A Now ^at the action's in 3D/ Sonya has to defend from all sides! Luckily, the control 
scheme is tight, and defending your backside isn't a problem. 


he rumors are true—a new 
Mortal Kombat is in the 
works! it's been about a year since the 
last MK game {MK4, to be exact) hit the 
PlayStation, so it's about time we got 
another installment. This time however, 
the one-on-one fighting style is 
replaced by a brand-new style of MK 
gameplay. And no, this isn't MK 
Mythologies: Sub Zero done over 
again. Whether you liked that game or 
not, Midway's boys have something 
completely different in store for you. 

Mortal Kombat: Special Forces 
could be described as" Tomb Raider 
meets Metal Gear meets Mortal 
Kombat", although Midway would 
rather avoid such clumsy comparisons. 
Here's the basic idea: In each stage you 
infiltrate an area filled with enemies, 
and when you run across one, you beat 
the hell out of him, Mortal Kombat- 
style. The action is full 3D, seen from 
the popular Tomb Raider-esque per¬ 
spective. You can use guns, but you'll 
attract more attention if you simply run 
in shooting the joint up. Special moves 
have also been thrown into the mix to 
help you interact with the large envi¬ 
ronments, such as swimming and 
climbing. So, the game has a little of 
everything: fighting, exploring, platform 
jumping, and some sneaking. But make 
no mistake about it, this is an MK title, 
with the classic fighting action that built 


the franchise still firmly 
in place. And of 
course, there's 
the gore. 

Pummel a guy 
with your 
fists and 
the blood 
not only 
flies through 

the air, but splats onto the 
walls, as well. 

The stoiyline focuses on 
the solo adventures of Sonya and 
Jax, and as the player you can 
choose to be either one. Special 
Forces actually takes place 
before the first Mortal Kombat 
game, and tells the story of how 
Sonya and Jax first meet up 
with Kano, Because of this, 
the game has a more 
military feel, and 
focuses a little 
less on the magical elements of 
Mortal Kombat. 

We’ve got loads more info on this 
title in the interview on the following 
pages, so after you've checked out 
all these screens, flip on over. The 
game Is still far from finished, but it 
definitely looks like it's headed in 
the right direction. Let us sayeth the 
phrase once more for all to hear: 
MORTAL KOMBAAAAAT!!! 


A For the most part, the developers 
have kept the screen clear of unneces¬ 
sary clutter. Usually, only the life bar is 
kept on-screen. 


that 


Now 


the 


combat 


IS 


in 


3D 


you 


ve 


got to defend 
yourself from 


a I 


sides 




you ve seen 




Only this single life bar 
clyjters up the screen. 


When you 
pound on a 
guy, the bfobd'^^ 
really flies. And 
if it hits a wall, 
it oozes down^ 
Gross Stuff. 


t7^-, - 


Sonya Slade is 
hotter than ever! 
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A Yep, 
that' is an 

Ammo meter ot the top of the screen* 
This will be the first Kbmbot game 
where you can use guns* 


A Jax fs cool and all, but c'mon—who's not 
going to want to play as the lovely and lethal 
Sonya Blade? 








► Sonya's 
looking 
lean and 
lethal for 
this next 
installment of 
Mortal 
Komhah 






A The standard MIC control scheme has 
been streamlined into one main punch but* 
ton and one kick. However, there are sHII 
plenty of special attacks and kombos* 














- • -■ - 

A Sonya's definitety ready to'kick some 
bad'^guy qs$ in this gome. Now we'lt> 
finolly find out exactly why she hates 
Kano so much* 


fA^Thot Jox is^ne bad mothet^Shul your 
|tiouth!—Hey I'm only talkin' 'bout Jox! 
Even though this game precedes MKT, 
iox has his metal arms* 


Hope you can hold your breath for a while, 'cause there will be lots of places where 
you have to dive underwater* Hmm.** if you punch someone underwoter, will the 

blood still stick on the wolls? 


tiave the ability to 
climb up ladders, stacks of crotes, you 
name It* Again, very Tomb Kafder-lsh* 


A This is what IPs all abouP-^ummeling 
the blcK>d out of the bad guy. If you can't 
stomach it, then buddy, MorfoT Kombot just 
ain't for you. 


The game is still very early, but already 
the graphics and wall textures have a nice, 
dark and gritty look to them, kind of like 
the P5M oHices, 


One of the coolest things about this 
new game is that you get to do so 
many new things with classic MK 
characters. Here's a quick look at a 
couple of their new abilities; 


' "Damn, these guys break too easy," 
When the blood flies, it often sticks to near 
by walls and oozes down* Yep, this is o 
Mortal Kombat gome olnghtl 
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PSM: So in order to make that possi¬ 
ble, how much has basic meat and 
potatoes of the Mortal Kombatiight- 
ing system changed? 


PSM: Are there weapons? 


PSM; If you had to pick your favorite 
characters from the whole MK 
mythology, would those be? 





































































































WUI any of the other familiar 
Mortal Kombat characters pop up? 

JT: Yeah, Rayden fits in a little bit. Shang 
Tsung is in it. Who else? We're introducing 
a new ninja-style character simitar to Sub- 
Zero and Scorpion. This guy happens to be 
another member of the Lin Kuei, like Sub- 
Zero. He can control earthquakes. 


SONYA BUVDE The first, and 
easily the mast popular, 
female character in the 
MorkiS Kontbaf mythology* 
Now we'il finally find out 
why she hates Kano so moch* 


JAX Sonyo% bad>dss portiw. tM 
Although he didn't «t his 
arms until later in the MK time-: ^ 
line, Tobias and Co. will likdy. ^ 
find o way to work them in,’ 
since they're so recognizable. 


KANO Tobras soys that he 
wants to make the players 
absolutely hate Kano. From 
Sonya's point of view, the 
whole game Is about revenge^r 
so Q strong motive will help. 


PSM: Morfa/Combat fans wilt love 
that. I mean, it's what the series is 
PSM: Because this game takes place known for, and it's kind of cheesy in 
earlier, are the characters different? its own way, hut it's great. 


PSM: The graphics are realistic 
in some ways, but it's almost 
like cartoon violence. 


PSM; When Mortal 
Kombat started to get 
really popular, a lot of 
games just picked up 
on what was on the 
surface, and tried to 
make bloodier games. 


AUVAys 


rUFF 


M/yiNG rr up 


PSM: There are some puzzles iri 
Special Forces, but it's stilt very 
much an action game. How 
would you describe the mix? 


PSM: Has there ever been any idea 
that you had for a Fatality that you 
stopped yourself on because you 
thought it was too over the top? 


PSM: Will there still be Fatalities? 



PSM: But you can still splatter 
them around plenty good, 
huh? 


PSM: Are there any kind of guide¬ 
lines? is it tike, well, whipping the 
guy with his own entrails would be a 
little too much? 


PSM: Is that all straight action, or is 
there any sneaking around? 




idr© going movie? Is the TV 

ser^ planned to run for'a set length of time? 

JT: I think it's going to continue as long as it's suc¬ 
cessful The last I heard, it has been renewed for next 
season. I think, ratings wise, it performed pretty well. 
As the series moves forward, they sort of discover 
what works and what doesn't. If you watch the early 
episodes and the later ones, things have gotten better. 

PSM: My main complaint about the series was 
that I vtrant«l to see more classic MK characters. 

JT: We!!, that was a big debate Ed and I were having 
with the makers of the show^oes it really make 
sense to introduce so many new characters? We 
thought the players would miss their favorites. But 
they've slowly been trying to write in familiar faces. 


“ Kung Lao his hat. 

JT; Well, he had it in the first show, and then he 
lost it. And the thing about Kung Lao is that his 
storyline gets real convoluted because the Kung Lao in 
our game is the ancestor of that Kung Lao in the 
series. When the movies branched off, they sort of 
combined Liu Kang and Kung Lao because the charac¬ 
ters are kind of similar in a lot of ways. They adapted 
some of Kung Lao's storyline to Liu Kang. Like for 
instance, in the movie, Kung Lao, the old Kung Lao, is 
the ancestor of Liu Kang. In our game, Kung Lao is the 
ancestor of Kung Lao. 

PSM: Fans really liked Robin Shou as Liu Kang in 
the movies, so instead of coming up with a new 
guy to be Liu Kang, it was probably good for the 
series to go with Kung Lao. 

JT: Yeah. I think my only observation with the Kung 
Lao character in this show is ! think he needs to be a 


little bit tougher. He's always pondering his existence, 
and it always seems like he's, you know, five seconds 
away from breaking out in tears. 

You know, the guy who plays Shang Tsung I think 
is excellent. He's not in too many episodes, and I know 
that we'd like him to be in as many as possible. Cary 
Tagawa was a great Shang Tsung in the movie, and i 
think this guy is just as good. His name is slipping me 
right now, but I think he does a fantastic job. 

PSM: And hey, you can't beat the women on that 
show. Every episode they add some new girl 
dressed in barely nothing, and they always end up 
at some parlor where there's two women petting 
on each other. 

JT: Yeah, we always joke that you can whittle the 
show down to three things: a little bit of talking, a lot 
of fighting, and a lot of sexy babes. 
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PSM:1/Vhat <Id you tfiink of the new 
si^eins tike PlayStation 2 and 
^ga's Dreamcast? Where do you 
dimk things are going to end up 
w/tien alt the dust settles? 

JT’You know, it’s tough to say. I've 
seen MK4 on the Dreamcast. and it 
actually looks really, really good, So I 
know what that system's capable of. 
And then I read the specs on the 
PlayStation 2, and I just say my God, 
this is amazing. I think Sega has their 
work cut out for them this Christmas in 
attracting players. They do seem to 
have a pretty decent lineup of games, 
and that's one thing I think a lot of their 
other systems lacked at launch. 
Developers weren't real quick to jump 
on with the Saturn. Whereas with 
Dreamcast, they're going to have a 
pretty good lineup. But it's real tough to 
say. 1 mean, Sony's got so much 
momentum going for them. 


done a cooperative thing. So that's the 
only thing I can think of off the bat. I 
mean, there's always something you 
want to do that the technology just 
can't handle yet. 


PSM; How would that work, cooper¬ 
ative play? Would you have a split¬ 
screen, or maybe internet play? 

JT: I don't know. Well, I think on these 
home systems, doing it over the 
Internet wouldn't really work. You have 
to do something where it worked off of 
one machine. Thinking out loud, 1 don't 
like the idea of having two players oo 
the screen and then restricting you to 
leaving the screen. So maybe if we 
could have incorporated some sort :pf 
split-screen thing, I think that wouid 
work nicely. When your guys get 
together, then maybe it's all one screen; 
And if one guy decides, well, I'm going 
to go look for the key to this door, if we 
were capable of doing a split-screen 
thing there, that might be cool. 
PlayStation wouldn't be able to hack 
that, but certainly these new systems 
could. So it's exciting to look at devel¬ 
oping a game on the new systems just 
because all these other opportunities 
open up. Things that you want to do but 
can't are all of a sudden a possibility. 


PSM: You mentioned the idea of hav¬ 
ing cooper^ive play. Have you put 
any other ideas on the back burner 
because the tectnotogy just wasn't 
upi to the task? ideas that you might 
revisit w;fth the new systems? 

JT; Well, co-op is one of them. Because 
if we could have done it, we may have 




your purpose change from level to 
level? 


^lyi; Does the game wrap itself up 
at the end, or does H directly feed 
into Mortal Kombat 1? 


PSM; What other types of new skills 
do you have to learn? 


PSM: And obviously, if you catch 
him then that kind of doesn't neces¬ 
sarily follow MK continuity. Or 
maybe he escapes prison between 
this game and Mortal Kombat XI 


'W4K//V0 soMBBcar 
PUU oaf A BUN ANO 


PSM; So, do you chase 
Kano all over the place, 
or are all of the levels in 
one primary location? 




fHB HBAP IS some- 
Ins wb woirf oo^ 








PSM: So as the player, you realize 
when you're making a decision to go 
down one path? 


PSM: Will we learn things about 
characters that we never knew 
before? Some surprises or secrets? 




PSM; How is the gameplay for 
each of these locations? Does 









than yo^^m tlie is^^^^oS.7 
JT;Yeah, on that one we were a little bit 
afraid, We didn't know how much we 
should we mess with this thing, When 
that was done, we gained a lot of expe¬ 
rience working on the home systems. 
Because with Sub-Zero, you know, i had 
only worked on the arcade versions of 
MK and never really touched any of 
these home systems. We put together 
a new team for that particular title. Once 
we got our feet wet, we were able to be 
a lot bolder in our approach with this 
next one, and it shows. 

The funny thing is, when you do a 
game the first time around, you wish 
you could almost do that as an experi¬ 
ment and not show it to anybody, and 
retain the things that you learn and 
move on to the next one. That one we 
kind of had to do in public. But you 
know, it was a lot of fun, and I think peo¬ 
ple who played Mortei Kombatand who 
are really familiar with it had fun with it. 


• ^ idea^ becau^^ the 

^ story lends ttsislf real- 

% ly well towards an 

entire world of differ¬ 
ent types of games. 
JT: Right. The thing about doing these 
spin-off games is that they will always 
be compared to their fighting game pre¬ 
decessors. And it's tough to really 
branch off and let go of your roots. I 
know that when we did the Sub-Zero 
game, we really didn't want to get away 
from the Mortal Kombat mechanic so 
much. So, I think we handcuffed our¬ 
selves to the side-to-side thing. 

With Special Forces, however, we 
decided to just forget those things and 
do what we can to make sure that this, 
as a game on its own, works. We're try¬ 
ing to incorporate as many familiar 
Mortal Kormbat aspects as possible. The 
most important thing is to retain the sto¬ 
ryline. and then make sure that we can 
mimic the feel of the Mortal Kombat 
fighting in this new 3D environment. 


P$M: What is the hrture for the 
Mofta/ Kombat franchisd? Will we 
$(M mother arcade game? Will the 
M/t continue to go into new areas? 

JT: There will be a Mortal Kombat 5, 
which will come out in the arcade. Ed 
and I haven't talked too much about 
that, and I really don't know what be has 
planned for it. But I'm assuming that 
there's going to be some big changes 
there. Hopefully there will always be 
some version of Mortal Kombat being 
released into the arcades. And as far as 
these spin-off titles go, fortunately the 
Sub-Zero game was successful for us in 
a sales sense. It sold a lot and did well 
enough to justify another experiment, 
which opened the door for the Special 
Forces game. Hopefully we're success¬ 
ful here and get another chance to revis¬ 
it the storyline with a different style. 


PSM; Is there a sniper view then, 
kind of a first-person thing? 


PSM: Depending on which character 
you choose, the game will start dif¬ 
ferently, right? 


PSM: It sounds like the enemies are 
smart enough that they're not going 
to let you just do things and have 
them react stupidly. 


PSM; Maybe PlayStation 2 


PSM: One final question; in all your 
time working on Mortal Kombat 
what is the weirdest Aforta/ Kombat- 
related thing you've ever seen? 


" PSM: Oh, so is it supposed to be 

understood, then, that no matter 
PSM: That kind of builds into the which character you choose, the 

replay value too, huh? Because not other one is going through the game 

only are there multiple paths, but at the same time on their own? 
depending on your character, there's 
more ways to get through the game. 


PSM; Oh my goodness 


PSM; Now, see, that's the kind of 
guy that you'd expect to go off the 
handle if Kung Lao doesn't get his 
hat back on the TV show. 
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Developar Kranos 


{Release Oats Decembsr 
Type Actmn/Advanture 
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Anime adventure 


A Since the backgrounds ore composed 
of FMV segments, the developers can 
put a lot of moving detail into them, 
such as rising steam or blinking lights. 


A From the designs of the characters to 
the use of a widescreen aspect ratio, 
this game feels just like Anime movie, 
except you can play it. 


■UP Bladerunnensh world with plenty of weapons, then you would have Fear Factor. 

In the game, players take on the role of three mercenaries who are attempting to find the 
missing daughter of a powerful Hong Kong Triad leader. 

Ok, so the story may not be so original, but the technology behind the game is. Instead 
of merely using standard pre-rendered backgrounds (like in Resident Evil}, Fear Factor blends 
polygonal elements with FMV-based backgrounds in order to create a living world that seems 
straight out of an Anime movie. Airships fly by, neon signs blink on and off, steam rises out of 
street manholes... there is simply so much going on. And despite that high level of detail, the game 
has virtually zero loading time. It is rather an impressive feat. 

Fear Factor also makes use of a rather unique health-bar system 
that keeps track of your character's adrenaline level. Every time you 
sneak up on an enemy or solve a puzzle, your adrenaline goes up, 
giving you a slight edge. However, let your adrenaline level 


^The Kl 

FMV cut- 

scenes use jP 

Hie same ^ 

polygonal * 

character 
models as the 
game does, so 
everything 
seems seamless 
and like d movie* 


A Ducking under bullets is a 
good idea and gives you a 
clear shot ot the incommg 
target* Poor guy. 


W 4 If you walk slowly, you can 
~ sneak up to enemies and take 
them out oefore they even know 
that you are there. 


Publisher Infugremes 
Oiveloper EutechnYx 


. . 

n racing circles, the Le Mans 24 Hours 
is the stuff of legends. Drivers from 
around the world gather in France to compete 
against each other in a grueling, but prestigious 
event that lasts a full day. 

In order to faithfully recreate that racing 
experience on the PlayStation, Eutechnyx gath¬ 
ered vast numbers of statistics and technical 
details that were taken from this past year's 
event. Each of the game's 48 cars were 
painstakingly designed in collaboration with the 
Le Mans racing teams in order to get 


their exact handling specifications. 

The five different racing courses also "suf¬ 
fer" from that same high level of detail and fea¬ 
ture photo-realistic textures that are accurate 
within one inch of their real-life counterparts. 
That combined with a high resolution (512 x 24) 
graphics engine should help to make Le Mans 
24 Hours one of the most life-like racing expe¬ 
riences available on a console. 


A From rile audience stands to the 
trees, ie Mans 24 Hours faithfully 
recreates each track down to the 
smallest detoil. 


I* Do you have whot It takes to drive for 
24 hours straight at speeds in excess of 
200 mph? 


Since 
several of 
the courses take 
place on city 
streets, you can 
expect to see 
plenty of build* 
ings and houses 
during the races, 


A Each of the game's 
48 different cars 
behove tn a very real¬ 
istic manner* Tires will 
lose traction and gas 
and oil levels will drop 
during a race. 


f.n'TWtW 
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PublishBr Activismn 
Developer Neverseft 


Release Date Fall 
Type Skateboarding 


TmY Hawk's 


HoiSumi 

Cpuld this be the ultimate " 










|HP|™ hile not the ultimate skating simu- 
Ull^ lation, EA's Street SkSer was an 
incredibly fun arcade style skateboarding 
game which we rated very highly. You 
couldn't skate on everything though, it had 
limited tricks and ended far too soon. What 
it did do, though, was show that a good 
skating game can be done, and it opened 
the market to the idea of skateboarding 
games; something that was long overdue, 
considering the crowd of snowboarding 
titles available. What's surprising is that 
only the second skateboarding game to 
come down the pipe {this time from 
Activision) is looking to be the one that 
completely captures the essence of the 
sport. It's the one that the gamers who are 
actual hardcore skaters will want to play. 

Tony Hawk's Pro Skater has obvious 
credibility, considering the skater the game 
is named for, but since our last preview, 
we've been playing a two level demo and 
we are happy to report that this game has 
more than just a name. You can literally pull 
tricks off anything in the environment, even 
wall rides. You can skate anywhere you 
want and you can grind any 
edge. The environments range 
from small to extremely large, 
with tons of quarter pipes, half 
pipes, planters, rail slides, 
empty swimming pools, and 
planter boxes, among tons of 
other skateable structures both 
fantastic and realistic. Being 
that the stages are not track- 
based, you have the freedom 
to work just one area for hours 
on end if you like, trying what¬ 
ever your imagination can 




come up with. This is what makes Tony 
Hawk's Pro Skaterso appealing. It truly cap¬ 
tures what skating is all about — creativity, 
style and skill. 

There are two categories of skating 
styles, vert (ramp skaters) and street 
skaters, each of whom will be better at 
their individual disciplines. Controls are a bit 
more complicated than Street SkSer's, but 
this is welcomed, as it makes room for a 
much larger variety of real-life tricks, such 
as grabs, board flip tricks and several differ¬ 
ent types of rail slides and grinds, which 
can also be linked together for higher 
points, if you pull off several tricks and 
combos in a row without falling, your char¬ 
acter will start to glow. It's at this point that 
your character can pull off their 
signature trick. 

Along with the licensing of several pro 
skaters, Activision is going after Primus for 
the soundtrack. If things keep progressing 
in the direction they are now, when this 
game hits, it could be the best skateboard¬ 
ing simulation ever made; the game of 
every skateboarder's dream. 


The trick animgfJoris in the 
^ demo ore olreody greats but 
as this is being written, Tony 
and the other skaters are 
being motion captured for the 
real game^ which means the 
animation is only going to 
get better* 


The hond plant 
is a great trick. 
Hopefully, this 
won't be followed 
by a face plant*** 










perfect run,. 
you can v 

replay the ^ 

entire thing 
(killer trick ani¬ 
mations and oil] in 
the quality reploy 
mode or just check 
out the highlights* 




▲ Wither 
split¬ 
screen 
two- 
player 
mode,, 
you can 
session 
with a 
friend. 


The types of places to skate In Tony Hawk's Pro Skater range from the 
realistic to the more fantastic, but all are made to be thrashed. There is 
an elementary school with an indoor gym, rooftops and drained pools. 
There is a freeway zone with construction areas, as well as a level based 
on San Francisco's sacred skating spots. Also featured is a classic skate 
park inspired by the old Del Mar park in California and an indoor park 
_ based on both Van's skatepark in 

F it* ' j 5 g I Orange County California and 

'"'NiMIIM Skate Street in Ventura, California. 


The Devtl's River Run i$ one of 
those stages that are based more on 
fantasy than reolity* imagine skating 
around in a world that is a cross 
between a Road Runner cartoon and 
a Mad Max movie, with rail slides 
50 ft. obove a lake* 




. w 




One level is located In downtown Molls across America sport some 
Chicago, an urban setting at night of the coolest skating spots* Now 

where traffic is a danger* They do you con skate in one with out getting 

have good deep dish pixsta though.** chased by the security guards* 



li 



The game features more skaters than just the 
legendary Tony Hawk, although he is the only 
"old school" skater.: No. Lance Mountain, 
Christian Hosig o’r Steve: Gabillaro, but you do 
get a group of today's most popular street and 
vert professionals. Included are Vert skater 
Rune Glifberg and street skaters Kareem 
Cambell, Andrew Reynolds and Jamie 
Thomas, among others. 































Publisher Fox Interactive 
DevfllDper n^Space 


Release Date Fall 
Type Actmn/Adventure 
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A Tfiis d^sri f »pl€ good; tlioie ore 
gomg to plenty of py^; 

that r^uifo a cleor hedo mstedd^f 
fast tnqgSf fingerp UkkiKtic^^ 
McCiohe has blih.’- ' 


;td-seQ:that'^ 
■Riis tjme:arout^d, 


OF Mud TausrZ 

The world's uniuoldest cop returns for on explusivd^^^^^B^ 






releasing titles that feature several dif-" 
ferent genres, only the first Die Hard Trilogy ^ 






> Improved 
explosions ond 
fighting effects 
really add o dra¬ 
matic flovor to the 
light gun portion 
or the game. Oh, 
and there'^s a lot of 
blood, too. 


did it decently. It fea¬ 
tured a third-person 
action segment, a light 
gun segment and a 
rather addictive driving 
segment, all of which 
were based on differ¬ 
ent scenes in the Die 
Hard movies. And in most aspects, all three segments 
were fun and well-designed. 

For the sequel, Fox didn't really have any new movies to 
pull ideas from, so it went ahead and designed the game 
with an original story in mind. This time around, 

John McGane is up against a group of 
extremely well-equipped and intelligent terror¬ 
ists. On his trip to Las Vegas, to visit his old 
friend Kenny Sinclair, he stumbles upon a plot 
to destroy the city. As usual, he's the only one 
that can do anything about it and gets caught 
up in a race against time for the fate of millions 
of people. Boy, is he unlucky. 

Just like the first game, players will be chal¬ 
lenged with three different types of gameplay. 

The third-person action game has McClane 

r 


taking out as many terrorists as he can find. 
The light gun game is pretty much the same 
thing. However, the driving game looks to 
be a bit different. Instead of having to 
speed around and locate hidden bombs, 
like you did in the first game, it looks 
like you just have to chase after the 
terrorists. Let's just hope that you can still hit 
the pedestrians. 

Despite its lack of a cinematic storyline, Die Hard 
Trilogy 2should be able to deliver the same explosive 
excitement that the first game did. In fact, it will probably be 
better in several aspects, including the graphics and depth. 
And all we can say to that is: "Yippie-ki-yay!" 


A When you shoot certain 


By now, Johns McClane has got to 
know that he was born under a wrong 
sign. There is n^tj^fje^fplanation why 
he keeps in jtfiese^hopeless 

situations.'*Jorturfate| 4 :; like *any good 
hero, he always comes out^on top. 


in Yi 

people,^ they witi drop items 
like this key card. To odd them 
to your inventory, simply walk 
over them. 








< There are a 
lot more inter¬ 
active back- 
ground ele'- 
ments in Die 
Hard 
Trifogy % 

Be sure 
and shoot 
at every¬ 
thing, so that 
you don't 
miss by any 
hidden 
weapons or 
power-ups. 


■ 


< Here's 
Bruce, ready 
to sove the 
woHd ail 
by himself... 




' ■ ■ 11 ? 

A Here we see John arguing with the 
bartender about hts tab. People should 
know that you shouldn't get Into fights 
with people packing heat. 




■ j . . 

L. 1' 


There may even Hsfee cool 






SAr- 








It wouldn't be much of an action title if there wasn't a good car chase sequence in 

it. And it looks like this game won't disappdTht in.that arpa, elthei; There are going 
to be plenty of buildings, vehicles and pedestrians to smash into. >= 


ab; iniproved game engine, 
were able to have 
an-scr%Mm at a tin'ie. 
nove ls that they ore dll 
^hooting ot yot^' : ’ ’ 


A Btmmms are going to bo^sj^ .o tot o 
obfocl^as edyen so ^ls a 

io be to hit tmniujiibtf ^ 
:bBght >hpnt gonit^ 

■■ ■ ■■" ■■ 


A The canister kon^ located on the right 
side of the screen, represents how much 
nitrous oxide (N20] you hove left In your 
car. Use it when you need to get that 
extra speed b<K»st on the straightaways 
or to make a r^lly tong jump, Yoor 
dentist can use it as well... 


A You can pretty much smash through 
anything, once you pick up some speed. 
Just be worn^d that your vehicle can only 
take so much damage before it is 
destroyed. You can tell the status of your 
car by looking at the meter at the top of 
the screen. 
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Publisher Electronic Arts 
Developer Stormfront 


Release Date Fall 
Type Racing 



B ven to this day, Hot Wheels are still some of the most popular toys 
around. So it makes perfect sense that a company, like Electronic Arts, 
would eventually come out with a videogame based upon them. 

While showcasing 40 of the classic and most popular cars, Hot Wheels is a far 
cry from your standard racing title. The game really does look and feel just like 

those stunt tracks that you would see in a toy _ 

store. Danger changers, loops to loops, 
ramps and criss-crosses... tf 
four different racing envi¬ 
ronments; Wild West, 

Volcano Island, Glacial Rift 
and Haunted Highway. 

To make things even 
more interesting, the game also features a special 
physics system that allows for a lot of control freedom 
when the cars are airborne. Depending on your altitude, you can pull off mid-air 
spins, crazy 360"$ and a vast myriad of directional flips. The fancier the trick, the 

more points you earn and the more 
nitros you can get. It's like San 
Francisco Rush, but more extreme, 
and that fact alone makes this game 
worth looking into. 


Since the courses are kind of tight, there 
i$ quite a bit of choKenge in passing 
someone. One of you may end up ]^ng 
off the track. 


This look like a scene straight out 
Deaffiroce 2000, You have a bunch of cars 
bottling it out to see who can stay on the 
track and take the lead position. 


Relive 
the rot mg 
thrills and 


yesteryeor with 
Hot Wbee/s, 




With forty different vehicles to choose 
from, every single Match Box fan 
should be able to find one that they 
like to race with. 




Publisher Electrunic Arts 
Developer Spec Dps 


Release Date August 
Type Action 






r -jV-- ■ - - 








i^se new sereenshM s! 


f ince we pretty much gave you the full on scoop on this latest 007 title 

; in the May issue of PSM, we thought it would be best if we let these 

new screenshots speak for themselves. However, for those of you who have 
been in a cave for the past year, Tomorrow Never Dies is a third-person, mis¬ 
sion-based, action title that is loosely based on the movie of the same name. 
Aside from the standard sneaking and shooting, the game will also feature ski¬ 
ing, driving and death- 

match stages. /- .. ILHII 


A Night visran goggles are a secret agent's 
best friend especially when its.^.uh, night. 
You can take out enemy soldiers before they 
even know what hit them. 


^ Sometimes 
merely trying to 
find the best way 
into an enemy 
base con be a 
level's greatest 
challenge. Just 
remember that 
the direct route is 
not alwoys the 
best one. 


A James will turn translucent when he is 
standing in front of on enemy. This ts done so 
that players can get a clear view of what the^ 
are shooting at. 


Transition seg¬ 
ments, like this 
skiing level, pro¬ 
vide a nice level of 
gome play variety. 
This isn't just one 
of those repetitive 
shoot-a nd4o rget 
action titles. 


> All of the game's 
environments feature 
interactive objects that 
can be blown up. 
Shoot at these torrels 
ond that soldier boy 
is going bye-bye. 






The four courses 
have the same 
plostic-lookmg 
textures that th e 
reol toys hove ond 
all the cars have 
been [ovtngly 
reproduced out of 
space age polygons 


11 
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> You can pult off mon 
dodges and [ukes then 
ever before^ making it 
even harder for the 
defense to take you 
dovm^ Stick it to 
the man. i 


Madden heads into the new miliennium 


hile the Madden series got off and referees as well as television-style 
to a slow start on the first-down markers. 

PlayStation, it has quickly gained 
ground to become the most popular 
football franchise on the console. In 
fact Madden '99 was the number one 
selling sports title of last year. That is an 
impressive feat, to say the least but 
where does the series go from there? 

Well, apparently EA has figured that out 
as it now readies the release of 
Madden NFL 2000 for this Fall. 

As expected, all of the NFL’s 31 cur¬ 
rent teams will be selectable, including 
the Cleveland Browns. The different All- 
Time and Super Bowl teams are here, 
as well, in case you ever want to reen¬ 
act a famous historic game. To top 
things off, a special All-Madden 
Millennium Team has been created that 
features all the best players from this 
past century. Now, that's got to be a 
rather impressive line-up! 

Obviously, the first thing people are 
going to look for in a sequel are 
improved graphics, better controls and 
new features and options. And while it 
may be early, it looks like Madden 2000 
is going to deliver in all those depart¬ 
ments, To begin with, the player polyg¬ 
onal models have been redesigned in a 
higher resolution, in order to allow for 
more detail, And since the game fea¬ 
tures an improved framerate, the play¬ 
ers will actually respond and move with 
more fluidity. The playing 
fields will also feature an 
improved level of detail, 
which includes the addi¬ 
tion of sideline players 


A Much Itke m some basketball titlesy 
players have hot and co}d streaks. Get 
'''in the Torte" and you can moke some 
^ amazing plays and catches. Go cofd 
and you wilt start to fumble and 
m drop passes. 


Enhanced ^ 

jukes and a 
mean straight arm, 
mean that players 
won't have to 
rely so much 
on passing. j 


quite an impres- 
sive football 
game. It will be 
interesting, 
indeed, to see 
what 989 Studios 
does with 
the new H 
GameDay to I 
counteract it. I 
Make no I 
mistake, this I 
year's foot- H 
ball battle is W 
going to be F 
the fiercest I 
one yet. 


> The polygonal players vary 
in size depending on what 
posiHon they pfay. linemen 
actually look like tinemen and 
n€»t like kickers. 


“l] iM You have to appreciate the large assortment of touchdown dances that players have 
come up with through the years. This year's Maofcten features some of the best ones 
to ever appear in an endzone. 








The developers of this latest Madden 
spent a lot of time making sure that the 


possible. Thanks to improved motion¬ 
capturing and an increased framerate, in¬ 
game players will run, fall and tackle 
exactly like they would in real life. 


A From the detailed lace and uniform tex' 
tures to the smooth joints, the players In 
Madden 2000 ore rather Impressive to 
look at. 


▲ Even more so now, having such sharp 
looking characters really helps players spot 
openings in an opponent's defensive tine. 


A Depending on their speed, weight and 
height, a player when gain extra yardoge 
as they ore being tackled. 


Publisher Electrunic Arts 
Oeveluper Electronic Arts 


Release Bate Fall 
Type Foetball 
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On level four 
if you look under 
the rock you can totally 
bypass the dragon. 






Thousands of titles, the newest releases, ready to ship, 24 hours a day. 


eToys 

v.com 

www.eToys.com 

AOL Keyword: eToys 
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Ptiblishsr LucasArts 
Devetgper Big Ape 


ReiaasB Data June/July 
Type ActiDn/Adventure 



i 


July 1933 
HTTF!//ukJUiuu,F5inQNLlN€*com 




Tliofe 

Battle Droids 
aMdc qutcldy. 
<md often in 
large numbers. 


"rs no 
fair, sti^ 
He's using 
the Force"! 


Obi ^Wo n bats away 
bolt offer !faff wilb 
bis trusy Lightsoben 


A Even if you are a powerful Jedi Knight, 
ovoidmq enemy encounters Is a good idea 
You never know when reinforcements met) 
show up* Choose your bottles well* 


A Climbing up to a high locotion can give you 
an even better view of your surroundings 
and give you o better idea of where you 
need to go* You con a!so see where enemy 
troops ore. 


A While there wil! be hundreds of dif¬ 
ferent characters to interact with, none 
will give you as much trouble as these 
pesky Battle Droids. They like to shoot 
first and osk questions later. 


how the 

it is as easy as a single button push. can be used to deflect 

The weapon is quick and covers □ ^ - ^incoming enemy fire. In standard Jedi 

cfecent range, which is important when ' training, this ability is one of the first 
you are up ogalnst numerous enemies. thot you have to learn. 


Meet Qui-Gon, played 
by Liam Neeson. 

He's the Jedi 
Moster who 
shows QbU 

Wan the ^ 

ways of a 

the Forte. * 


rv , : - 
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When one is training to become a Jedi 
Knight there are several skills that must be 
learned. Amazingly, these skills trafisfer 
welt to any standard action/adventiire 
game. Here are a few of them: 






hile LucasArts has released 
Sl&^its fair share of lackluster 
PlayStation games (Rebel Assault 2 
and Masters of Teras Kasi come to 
mind), its latest Star Wars title 
las the potential to end up being 
one of the best action/adventures 
on the console so far. 

As you would expect The 
Phantom Menace game closely 
follows the storyline and events in 
the movie. Players start out as 
Obi-Wan Kenobi, working aboard 
a Federation Battleship with his 
teacher Qui-Gon (Liam 
Neeson's character). As time 
progresses, you will assume 
the role of other characters, 
including Queen Amidala and 
Captain Panaka, each with their 
own weapons and special abilities. 
For example, Obi-Wan will rely more 
on his force powers and Lightsaber, 
while Queen Amidala would prefer to 
use her blasters in combat. 

As far as the actual gameplay is 
concerned, PM plays a lot like some 
of LucasArts' past graphic adven¬ 
tures. Players will have to explore 
different locations, such as Tatooine, 
Coruscant and Naboo, trying to dis¬ 
cover clues and items that can be 
used during the journey, in order to 
provide variety, each location will fea¬ 
ture a different type of challenge. 
One area may require you to solve a 
series of puzzles, while another will 
test your platform-jumping skills. 

► Don't jump, Obi- 
Wan. There is still 
so much far you 
to live far. All 
kidding aside, 
platform ele¬ 
ments/ such as 
these columns, 
will show up 
to challenge 
you from time 
to time. 


There are also plent^^dT^diaTdgue-dri- 
ven segments designed to push 
the story along smoothly. 

On another note, this Star Wars 
adventure will also feature a rather 
innovative music system (iMUSE), 
that smoothly transitions between 
songs and adjusts their speed and 
intensity depending on what is 
occurring on-screen. That, combined 
with over 4,000 lines of speech, 
should help to make the game feel as 
immersive as possible, 

Even if it didn't have its Star Wars 
branding, The Phantom Menace stilt 
appears to be shaping up into one 
amazing game. Fromi just the little bit 
we've seen, it looks as if the develop¬ 
ers are working hard to ensure that 
the game has the same impact and 
quality as the movie. If not, we'll just 
send some Battle Droids after them. 


A Tfitartks fo the overhead view, players^ 
can see more of the environment 
around them and prepare earlier for 
any potential attacks. 


A The Phanfont Menace game will fea¬ 
ture all the major locations that were in 
the him, along with o few that weren't. 
Here you see a section af the swamp 
area of the planet Naboo. 


▼ tf it wasn't for a balanced diet and 
his ability to use the Force, Obi-Wan 
would have been In a Ic^t of trouble 
here. You can bet he eats his veggies I 
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Also coming down the PlayStation turnpike 
is another Star Wars game, but this one is 
3 racing title based on the Phantom 
Menace pod races. There isn't much infor¬ 
mation available about the game right now, 
but we managed to get these two screen- 
shots taken from the PC version. 


didtog " 
asks 

you a question^ severctl different 
responses will appear and you can 
then select the one you want. 
Sometimes what you say wHI affect 
the outcome of the game. 


< Ewan McGregor 
portrays a very 
young Obi^Wan 
Kenobl, way befo 
the white b^rd 
and wrinkles **fe 


A With their afterburners on^ Podracers can 
acheive a maximum speed of 600mph. Now, 
that's some serious whiplash. 


A In what 
wifi end up 
being one 
of the 

classic good 
vs. evil bat¬ 
tles of all 
time, Qui- 
Gon ond 
Obi-Wan 
team up to 
take on the 
treacherous 
Daiih Maul. 


r l CAN'T PUT 

MV FfN&0R ON 1 
IT, BUT SOMETHiNO 
ABOUT THIS ANAK0N KIP 
, IS REALiy STARTING 
k TO FRBAK ME J 
Hki^ OUT.,. ^ 


A If the PlayStation version is the same as the 
PC, the game will feature 20 different tracks 
located on eight different worlds* 


Here's young 
Ana ken Skywalken 
You know him as 
Darth Vader... 


T During certain key 
moments, players 
will have to assume 
the roie of different 
characters. You start 
out as Obi-Wan, but 
soon will hove to switch 
over to Qui-Gon Jinn. 


A The gome engine that was developed for The Phantom 
Menace allows for a high level of detail in the 3-D environ 
ments along with some really nice lighting effects. 




A Little action segments, like climbing 
across this vine, break up the dialogue ar 
puzzle elements. There's going to be a lot 
of variety in The Phanfom Menace. 
Needless to say, we can't waitl 


A In case you haven't guessed yet, there 
vvill be lots and lots and LOTS of exploring 
to do. You'll have to run down every hall, 
checking all the rooms to make sure you 
don't miss out on anything importont. 


Following closely to the movie, the 
Phantom Menace gaitie will take play¬ 
ers through several famous (and soon- 
to-be-famous) locations in the Star Wars 
universe, from Naboo to Tatooine. 


A The swamps of Naboo are full of 
mystery and dangers. Keep your eyes 
open and your lightsober ready and 
you shouldn't have any problems. 


A The skyscrapers of Coruscant are 
home to the galactic government and 
the Jedi Temple. There are numerous 
locations here to explore. 


Yet another 
location in this 
massive game, 
the junkyard on 
Tatooine where 
you meet Watto, 





















































Publisher Electranic Arts Release Date July 

Deyetaper EA Canada Type Racing 
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latest extreme sport 


of the Open 
Mountain cours¬ 
es feature shortcuts which can 
shove several se<onds off of your 
overolf time and help you take 
the lead. 


A Don't get too close to your opponents or 
they ml^t try to knock you oft your sled. 
This could mean the difference between win¬ 
ning and coming in last. 


ra uickly gaining in popularity, snowmobile racing is the 
latest extreme winter sport and now it's coming to the 
PlayStation, courtesy of Electronic Arts. 

Sled Storm is split up into two different types of racing modes: 

SnoCross and Open Mountain. SnoCross features tracks that are spe¬ 
cially designed for pulling off crazy tricks and huge air. Depending on how 
fancy your overall run is, you can earn "trick points" that can be used towards the 
purchase of sled upgrades and customIzations. The Open Mountain tracks, which 
are on the other side of the spectrum, focus more on straight racing and will con¬ 
tain numerous hidden shortcuts for players to find. In all, there will be 14 different 
tracks, most of which will have to be unlocked, 





Considering that this is the first snowmobiling game to hit the PlayStation, EA 

the chance to set the stan- 
and it looks like it proba- 
wiil, The graphics look 
■great so far, the soundtrack is 
and the four-player split¬ 
mode really adds icing to 
the cake. This is one game we 
4" are definitely excited about. 


< Sled Storm will feature state 
of the art graphics and plenty of 
racing actioni 


Publisher Eidns 
Develeper Care 


A The SnoCross courses allow you to pull 
off some high air, os you perform a variety 
of different tricks. The fancier the trick, the 
more points you get. 


A $ted Siorni will ollow up to four players 
to race against each via a split-screen 
option. This fs one of the only PlaySfctHon 
games to do this. 













A White the first game 
focused more cnlrand-to- 
hand combat. Fighting Force 
2 is more of a weapons- 
based action game. 


^ Hawk is the only character 
to return in Fighting Force 2 
and will look a lot different 
than he did in the first game. 


A EVetty much anything you see can be a Thanks to a larger number of anima- 
damaged or destroyed, provided that you tions, characters react realistically when 
have a strong enough weapon. shot or blown up. EKs like the A-Team. 






espite average reviews. Fighting Force 
went on to become a PlayStation 
best seller, probably due to its arcade-style 
gameplay and interesting cast of 
characters. For the sequel, Eidos decided to 
change a few things . 

The first noticeable change is that the game is 
much darker now, resembling Metal Gear Solid. The 
3-D engine has been greatly improved, allowing for 
more detailed and sharper-looking environments. 

There will only be one main character this time. Hawk. 

This was done so that more animations could be put in, allow¬ 
ing for very realistic- 


looking moves and 
attacks. It also made 
balancing out all the 
weapons and puzzles 
that much easier. 


A The new 
3-D engine allows 
for larger and more 
beautiful explosions. 
Players will 
probably spend most 
of their time just 
blowing things up. 






4 While a majority of the levels are 
locoted indoors, there are still plenty of 
outdoor ones to provide variety. 


Those of you who played the first game 
will remember the high level of background 
interaction. Fighting Force 2 will feature even 
more of this. The game will showcase smarter 
enemies, and the ability for players to choose 
which level they would like to go to next. 
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ie tieiriti b^nina Gran Tur/smo takes 




Pufalishor Sony CEA 
Developer Polypheny 


Release Date July 
Type Shooter 














e know you expected to read the review of this 
ground-breaking mech combat game this issue, 
but the US translation just wasn't ready by press time. We 
have, however, been playing the complete Japanese ver¬ 
sion and can now bring you even more details as to why 
this may very well be the greatest game of its kind—a fan¬ 
tasy for many mech fans, now realized. 

The gameplay takes much of its influence from stan¬ 
dard scrolling shooters like R-Types, Raystorm or 
Einhander, with waves of enemies flying in memorizable 
patterns, followed by a sub-boss and a final boss through 
most of its nine different zones. Also inspired from the 2D 
shooter is the twitchy, lightning fast reaction type of game- 
play, which is a remarkable feat in 3D. The result is the clos¬ 
est you're going to get to the fast and frantic action of an 
epic ffobotecb, anime-style mech battle. 

Perhaps the biggest challenge in bringing this style of 
game into 3D has to be in engineering an intuitive control 
scheme. We have found the Japanese version to be quite 
acceptable and expect the US version to be the same. You 
have a speed boost button for darting around, as well as a 
back thrust button for quick stops. There is also a lock-on 


button, which, when held down, keeps you facing the clos¬ 
est target so that you can circle it in any direction while still 
firing. When these basics are mastered, you can zip 
around, dodging missiles and lasers and taking out multiple 
moving targets, all while making it look easy. Then you can 
use the dynamic replay to see your quality piloting skills, 
from a number of different pre-set and manual angles. 

The graphics and effects are top notch. All the ene¬ 
mies, from the massive bosses to the smallest fighter 
ships, all use incredible textures which give them a great 
look that few games ever achieve. Explosions are also 
exceptional, with visible shock waves that knock back your 
Omega Boost mech when hit by one. Every missile {and 
there's usually dozens on screen at once) all have that 
trademark Robotech styling to them. If the final US version 
doesn't change much, then we're gonna be in for a treat. 


There is aise a first person view ovoiloble, tomptete with 

ilf 


the shiitimerirtg aun in the lower The fina) boss for 
this levetjr located high irt the atmosphere above o planet/ 
CiOh be ottocked from ony ongle« 








A The Reploy allows you 
to see the action, 
including your mech, 
from every angle* There is 
even a manual camero 
available lor faflowing the 
action yourself * 


bUU«h UtUIl IHbU 

(LEVEL '2 


High scores upyour level, so 
you cdh fire more missiles at 
once, and use special attacks* 


The green 
bar is your 
domoge, 
and 1)^ red 
lines show 
bow many 
missiles you 
can lock on 
dt once* 


The Radar points to 
thre closest enemy* 


You can lock-on to 
multiple targefs* 


The trail effect on your : 
missiles look super-cool! 


A When 
you take 
out a 
larger 
enemy, its 
explosion 
ill send 


wi 


out a 

shockwave 
that will 
knock 
you back. 


4 These 

rockets, 

lounched 

from the 

planet's 

surface, 

will open 

and 

release 

dozens of 

little 

sotellrtes 

equipped 

with 

lasers* If is 
best to try 
to take 
the rockets 
out before 
they open. 
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As you get towards the end of the nine 
zones, things will start to get very tough, 
especially the bosses. But jf you've done 
well in the previous zones, yotir ship will 
have been upgraded, several: levels, 
increasing: the amount of missiles you 
can lock ori at a time, as well as tilling 
your special attack bar. Each zone offers a 
different experience, ranging from fight¬ 
ing a fleet of warships in deep space, to 
combating a^giaitt spider mech as you fall 
through a tunhel,>if you do really well, you 
can open bonus levels, whei'e you have 
an objective like defeatir^g hundreds of 
enemies at once. 


t. F:L r.L. 


▲ As you fly down the first of the gome's 
two tube levels, you will hove to dodge 
pipes and other structures while olso dodg¬ 
ing lasers and missiles, not to mention the 
bogies that try to run Into you* ^ 




jrL^ktL ^ 


..-r- \ . Y > 




A This sub*bo5S, located on the desert plan¬ 
et, is fought at night, making it the most 
disonenttng of all the game's battles. 




jjt. ' 1 r^r: ? 




A Another major sub-boss, this big ship 
was once surrounded by o fleet of other 
large destroyers, until they were taken out* 
The ship sports multiple laser batteries, os 
well as two types of guided missiles* Notice 
the "Death Star"-looking planet in the 
background—Is that where we go next? 


r j-t! ^ 
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GRBND THEFT RUTD + GTR= LDNGDN 1 RBR 


COUNTRIES 


For less than the price of a 
normal game, become part of 
gaming history. a'-au 


ROCKSJAR 
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PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. All rights reserved. The Rockslar logo, GTA London, and the GTA London logo are trademarks of Take Two Interactive Software, Inc. 
©1909 All rights reserved. The ratings icon is a trademark of the Interactive Digital Software Association, 











































Pufalisher GT Interactive 
Developer Euracnm 



A whatever you do, robot, don^t let go 
nowl While in the robot costume, 
players can fly, fire missiles and move 
heavy obfects. 


A We 11-designed background textures 
and beoutiful water effects reolly odd 
to the already impressive environments 
in 40 Wirnks^ 


Release Date November 
Type Plarfnrm 
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to a wide variety of gamers. 

Kids should love the easy ^ The stages vory from on 
controls and colorful envi- underwater lo«ale to o 

, , futuristic space ship. 

ronments, while the more _ 


eared more towards 
the younger gaming 
audience, 40 Winks is a sur¬ 
prising title from GT 



A The game will 
differently themed levels* Here 
you see the Pirate Harbor that 
contains many wooden buildings 
and ships* 


P Classic hazards, like this swinging 
pendulum trap, wilt challenge gamers 
young and old* 


Interactive that features a lot of the action/platform ele¬ 
ments found in Nintendo's Mario 64. 

Because the whole game does take place in the 
"dream world", players can gain new abilities and attribut¬ 
es merely by finding and picking up various cos¬ 
tumes. Ranging from a superhero uni¬ 
te a Ninja suit, these cos¬ 
tumes can bestow increased 
strength, speed or even 
invulnerability. Figuring 
out what costume to 
use when Is one of 
the main challenges 
behind the game. 

GT hopes that 
40 Winks will appeal 

^ Just like in a lot of 
platform gomes, tafking 
with the strangest charac¬ 
ters can get you some of the 
most useful advice* 


experienced players will 

enjoy figuring out the game's large assortment of puzzles 
and secrets. There's even a simultaneous two-player 
option so that you and friend can play together. 



DevelDper Infogrames 






Sometimes 
you'll have to resort 
to strange means 
when gathering 
classified information 












:: 


riginally appearing on the Nintendo 
64 last year, Infogrames' spy game 
is now sneaking its way onto the 
PlayStation. A mixture of Metai Gear Solid 
and Syphon Filter, Mission: Impossible puts 
you in the role of Ethan Hunt, a lead mem¬ 
ber of the IMF (Impossible Mission Force). 

Through five lengthy missions that span 
twenty different levels, players will face a 
variety of challenges that wilt test their trig¬ 
ger finger as well as their brains. Escaping from CIA head¬ 
quarters and infiltrating a heavily guarded train are but a 
few of your objectives. 

The PlayStation version of Mission: Impossible will 
look and play pretty much the same as the N64 one, but should also feature some addi¬ 
tional extras. Thanks to the CD medium, Infogrames may be able to add in even more 
recorded speech and possibly several new FMV segments. We'll know more in the next 
month or so. 






.in.-: 


^ When using your gun, 
a target wilt appear over 
the enemy closest to you. 




A The first mission of the 
game requires you to escape 
from CIA headquarters, dodg* 
ing armed guards and sur¬ 
veillance cameras. 


A Much like in Resident fvi/, camera 
plocement is done in a very cinematic 
style. How else can you explain this 
viewing ongle? 


A It is important to talk with eveiyone 
that you can* Most of them will give you 
helpful tips or point you towards your 
next mission objective* 
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Publisher Acclaim 
Developer Iguana 


Release Date May 
Type Wrestling 






SIILtV tUMH 


fttiACr CdC 






A lh& classic one^ori’-one miolch can^t be 
beotf and is Ibe frue test of bow good a 
wresHer fs. That is^ unless you're fi 9hi ipg 
against a member of the Cof^orcktioiijr 
cHmost olweiys hide behind each Other. 


WWF Awtude ieatufea all the major modes that were in the.first 
along with some new specialty matches. Here are a few of thpse'h 












A Select your teammate and challenge two 
other wrestlers in a tag-team match. Can 
you settle your d^erences arid work well 
enough wlfh your partner to eorti the 
beds? Ctr ^es the script caH for a melae? 








ctitnusT 


A This game even has 

of matches for the hcirdoora 

this iomberjock molcb. 

realty gone all-out with this ofio^ 

moke nt their best MW^goice evOe^; 


A "t'm not talking to 
you—You dialed '0' 
when you called me 
lost night. 


// 




t's amazing how popular 
wrestling has become in the last 
few years. The WWF and WCW leagues 
continue to dominate cable television and 
are now making major waves on 
videogame consoles, Virtually every 
wrestling game that is released becomes 
a top-seller, and it looks like Acclaim's lat¬ 
est title will do the same. 

Featuring 40 of the most popular 
wrestlers, lAWFAff/fude will also include 
over 20 different gameplay modes. The 
obvious 1-on-1 and tag-team matches are 
here, along with some cool specialty 
matches: Survivor Series, Triple Threat, 
King of the Ring and Lumberjack. If you 
prefer to focus on a single wrestler, 
choose the Career Mode, and fight your 
way through TV tapings and house 
shows until you earn the coveted World 
Heavyweight title. 

Acclaim has gone all-out for this 
sequel and included quite a number of 
improvements and additions. All-new 


motion capture data was used, resulting 
in smoother animations and an increased 
number of moves for each wrestler. The 
Create-a-Wrestler feature, which was 
extremely popular in the last game, now 
has even more options and includes cus¬ 
tom theme songs and more varying cos¬ 
tumes. You will now be able to create 
pretty much any wrestler you can think 
of. To top things off, lAWF Attitude also 
includes a special mode that allows you 
to create your own pay-per-view events. 
You decide what wrestlers will participate 
and which belts are on the line. You can 
even organize authentic special events, if 
you want. 

Considering the amount of promo¬ 
tions and television coverage this game 
will receive, it is obvious that Attitude will 
become another major success for 
Acclaim, and will probably end up being 
one of the best wrestling games so far. 
Next month, look for our full review, 




A We're not quite sure what is going on 
in this picture. Perhaps we should 
pause ond use our imagination. Wait a 
sec, that's Chyno—Maybe we shouldn't. 




m 










A While Kain's Choke Slam ts feared by 
many, he doesn't do it holf as good os 
The Eig rShow. That big sucker can lift 

rd wpBght^ 




4 We don't 
know what 
the Rock is 
cooking, but 
from the look 
on his face, 
we'd have to 
say that 
someone is 
baking 
brownies... 
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4 The last 
thing you 
ever 
wont to 
see, as a 
wrestler, 
is GoldusI 
flying 
towards 
you with 
arms and 
legs 
spread. 
Man, that 
guy is 
way too 
creepy. 


cdti 


even use weapons like baseball 
bats, shovels and, yes... bedpans 


checked into 
the Smack 
Down Hotel 


Thanks to a new motion-capture session and improved game engine, the 
hj wrestlers in lAWF Attitude will be able to pull off new maneuvers and 
should move more smoothly. 


in 


A There are now over 400 moves available to each character, which includes 
signature finishing moves. And all of 'em will move as smooth as butter. 







































































































Puhiisher Agetec 
Developer Irem 


ReieasB Data Summer 
Type ShoQtar 
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apaate to th«aassiG shoots 


D he original H-Type Is a title that will forever be 
remembered by action addicts as one of the most 
perfectly designed shooters ever. Now, twelve years and 
several sequels later, the game is finally being given an 
update to the 32-bit age, but it still looks to have everything 
going for it that the original game did. 

The plot goes sonnething like this: the evil 8ydo empire is 
back. That's it. Your mission is to take your spaceship (you 
choose from one of three) and shoot anything that comes on 
the screen. Hardly inspired at its core, but this is a shooter 
and, well, you get to shoot a lot. Enemies come at you in 
waves from either side of the screen and sometimes even 
from the top or bottom. One of the things that distinguishes 
8-Type Delta is its esoteric cast of enemies, which can range 
from Mecha to giant worms. Each is done with the same 
artistic flair that made the original so great in 1987, but with 
a polygonal update to make it more pleasing for the 
PlayStation crowd. 

To combat this alien menace, you are given the choice of 
three ships: The R9 (original ship) or the new R13 and RX 
models. What distinguishes these ships 
from each other, besides their 


upgrade options and detachable "force mod- 
ules" which all function differently from one 
another. Each powerup, no matter which ship it is 
on, looks fantastic and really shows how cool 
PlayStation graphics can be. Even with all of your power-ups 
(which include Lasers, Plasma, and Flame in different 
permutations), the game is extremely tough, even for 
shooter veterans. Luckily, there is a time lock code which 
will give you more continues after you play for certain 
amounts of time. 

So far, from the mostly complete version we've played, it 
looks like H-Type Delta is gearing up to be a worthy sequel in 
one of the most renowned shooter series ever made. We'll 
be sure to have 
a you 


A All of the ships 
feoture upgrade options ond 
detochabfe force modules.. 


^ Enemies ore 
constantly 
ottacking you 
from all stdes^ so 
you have to keep 
an eye ouL This 
kind of chaos 
makes the game 
very difficult*. 


^ As you drop down 
this trench/ debris will 
fall from above/ caus¬ 
ing you to seek shel¬ 
ter in the alcoves on 
either side.* Hopefully 
you've token out the 
enemies there first* 


M The evil Bydo 
Empire has some 
stronge ideas 
about ship 
design 


A In the grand Retype trodrtion/ there is a level thot is completely made 
up by one giant boss that takes up several screens and is covered with 
gun emplacements* 


Each fighter has its own unique style of weaponry based around a 
theme. Check them all out with the plasma powerup and see how 
different they really are. 




I 


There have been plenty of .shooters 
made?^ the |ast 20 years,«but what 
makes the H-type series staricl out is 
the tearn's meticulous attention to 
even The tiniest : of: game details. 
There's always something neVC' alid 
cool to fittd around every corner. 




A Aftor fighting the first minibosS/ you 
do a barrel rofi into the city belov^j^ 
which tronslates into the entire city 
revoiving around you instead of just 
haying the ship spin* 


A On this level you can fight above or 
below the water* If you stay on the ^ 
surface however, you not only have 
water splash up around you^ but so do 
your bullets. 





A The R9 has the same tradiHona! 
Flasma rings as all of the ships in the 
post games. It is fairfy powerful and the 
rings give you some good coverage. 



A The RX uses "tentocle style" — two 
beoms that spread out on snakelike 
arms for wicle coverage^ or you can 
close them for one narrow mega beam. 



A The R13 has a super powerful beam 
that actually leaves a heot trail across 
the screen when you move with it on. 
The firepower Is very impressive. 






^ Enemies 
range from 
giant 
robots to 
strange 
biologi^ 
cal ter¬ 
rors. 

Blow ' 

them all 

away 

with 

equal 

amounts 
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PlayStation 



YouVe about to get a lesson tn Pain 101. Lea is evil 
arui it’s your task to conquer her. Select one of nine 
characters and fight the others until the final battle. 
With amazing animated special maneuver sequences 
and state of the art graphics, you’ll find Evil Zone to 
be the master of all fighting games* No butts about it. 



litus^iimcs.cain 
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A The R 20 uses 
tile doiibfe 
sword technique. 


blade to 
defeat the 7 
enemy* 




met. 




Wu-T/m 

PL I" Pa 

ShaDlin Sty 


ast issue, we told you that we had 
some big news to report regarding the 
new Wu-Tang fighting game from Activision. Well, 
here it is: when you pop in your store-bought copy of Wu- 
Tang: Shaolin Style at the end of the year, you will actually 
be playing what was the controversial game, Thrill Kill! 
That's right, the entire game is running on the TM/O//fight¬ 
ing engine and it's looking to be a perfect match, 

Here's the story: In late '95, when Thrill 1011 was first con¬ 
ceived by Paradox for Virgin, it was actually a four-player 
ancient Aztec basketball game called Ball Kort. It was a 
weird game played with the heads of enemies. Six months 
into development, things weren't working out, but the 
game's engine was excellent. It was perfect for a four- 
player fighting game. To make their new fighter stand 
out among the top fighters on the PlayStation, the 
team at Paradox set out to give it the most disturb¬ 
ing characters they could come up with. Using the 
criteria set up by the ESRB for rating videogames, 
they did whatever they could to push the Mature rat¬ 
ing to the limit, as if they were trying to see what 
they could get away with. It wasn't to be, how¬ 
ever, as weeks from release the title was canned 
by EA when they bought Virgin's entertainment 
software division, it was a huge surprise (although 
not hard to understand). We even ran a Thrill Kill 
strategy guide. Since then, its demise has lead to 
Thrill Kill being the most sought after and best sell¬ 
ing black market videogame in history, but it never 
reaped the mass market success it deserved. All 
was not lost, though. Activision was approached 
to do a fighting game based on the Wu-Tang Clan, 
so they called up Paradox to see if they would devel¬ 
op the title using the Thrill Kill game engine, 

Paradox said yes. 

Many of the unique features of Thrill Kill 






will remain in the final Wu-Tang game. Four players can bat¬ 
tle at once, which means you and a friend can team up on 
another person. You can even hold an opponent so your 
friend can pound on them, Also remaining are the swap 
moves, which switch your place with another opponent, 
leaving them facing away from you. The combo system is 
being cleaned up and refined, so fighting should be more 
methodical rather than frantic. 

In Thrill Kill, you built up your innovative Thrill Kill meter 
by beating up on people. The first player with their meter 
maxed out could then activate one of their over the top 

Thrill Kills on one of the oppo¬ 
nents. While the meter has 
been replaced with standard 
health bars, the cinematic 
Thrill Kills remain as fatali¬ 
ties, with each character 
having several of their 
own signature kills. This 
feature is one of the coolest 
things in the game and is 
definitely something to 
look forward to. If you 
were totally excited by 
the first Wu-Tang game 
announcement a cou¬ 
ple of months ago, 
this new info 
should put you 
in orbit. 




A ThriH Kilt suffered from claustrophobic arenas. Some of the arenas In Wu Tang 
witi also be small, but some are ^ing expanded* The nature of the four-player 
fighting will keep them all from being enormous, however* In this scene, ODB just 
got blown to bits. 


A All the 
arenas will 
have an old world 
Asian flair, even 
when the story 
storts out in New 
York* As the game 
progresses, the 
struggle to get back 
what was stolen 
from the Wu Tang 
master wilf take 
you all the way 
to China* 




The graphics will be getting an overhaul 
utilizing a new set of programming tools 
recently released by Sony, particularly the 
new single skin effect you will be seeing 
in EA's Warpath when it is released. 




A The main effect the single skin technolo¬ 
gy is thot you can have a smother look to 
your animated game characters, especially 
around the joints. 




A The heavy polygon clipping found in 
Thrill Kill has been made olmost non-exis¬ 
tent in Wu-fang, Actually improvements 
are being made in every part of the game. 








A To really see the difference, compare 
these screen shots with the shots of the 
fatalities which were taken from an eorlier 
rev, before the skin treatment. 




Like Thrill Kill, 
Wu-Tang: 
Shaolin Style 
will feature four 
player fun. The 
gome will also 
feature three 
never before 
heard Wu^Tong 
tracks, which 
alone will get 
some people to 
pick this game 
up when it 
comes out* 
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Inspectnh E>^k% 
weapons are his fin 
gertips, abfe to crip¬ 
ple with o touch. 


r ^With 
the stealth 
of the ninja^ 
Masta Killah 


of mystery, 






The Wu-Tang Cian are perhaps one of the biggest things to happen to Hip Hop, and their n'lartial arts 
mentality make them perfect for a videogame. The game will start out on Staten Island, where a rival 
band of assassins come to steal the Wu-Tang discipline to combine with their own to be ultimately pow¬ 
erful. They were unsuccessful in getting the Wu-Tang secrets from the clan's master, so they kidnaped 
him to try again later. The Wu-Tang take pursuit, which will lead them all the way to China. 


Tho woopon of choice'-i$ the Uciuid $word, o 
metaphor used to describe the tongue as a 
potent weapon- If used correctly, the tongue can 
wield powerful words and, if spoken correctly, 
they con have great impacts ^ 


He employs'^thei- fraditionol Wu- 
Tang style^opproctch to fighting, in 
which lingers are used to strike 
fast at strategic locations on the 
opponent's body, then recoil quick¬ 
ly for the next strike. Multi-hit 
combos^ and quick recovery are 
the key characteristics that make 
this style so powerful. 


With one blow 
from his powerful 
sledgehammer. 
Method Man can 
deliver devastating 
damage, Aiso 
known os Johnny 
Blaxe, Meth uses 
special moves that 
are highlighted by 
fiery special effects. 


METHOD 

MAN 


^ASTA ^ 


Persanifying his 
two aliases. Lucky 
Hands and Golden 
ArmsjrU-GocJ fights 
with if: > hit-throw 
combos that ciccen- 
tuate his glistening 
and powerful solid 
gold elbow*high 
gloves, U-God olso 
uses the gloves in 
special sequences 
to summon and 
throw glowing 
super-hot fireballs. 


Masta Killa^K 
lakes a® 

stealthy ninja-^! 
like role in the ! 
gome that^ is f 
similar to^his t 
dark mysteri- 1 
ous persona, ! 
His weapon of 
choice IS a : r 
^f^nia blade. 


BHtJSTKAl 


RAEKVVON 
THE CHEF 


v...^ 


Me is also known as 
Raekwon the Chef 
because he raps in so 
mcmy lyrical flavors. 
With speed and power, 
Raekwon boxes Shaolin 
style. In special 
sequences, he odds to the 
meaning of Chef when he 
cooks up his opponent in 
a gigantic boiling vat. 


After reaching o certain level 
in the game, ODE can drink 
power- u p polio n from on f 
antique cloy jug thbt he^car-^ 
ries, whic h allows h i m.! f bj^ 
deliver^ bfovrs that caus^ three 
times thSl normal' omoui^ 
damage to his opponent. 


The creative force behind Wu- 
Tang's unique^oppr^^h. to the 
martiai ^ a rts ph il bkoipHy^ His 
weapons ^of choic^ are two 
steel r doub Ie -edged^. swold s 
coupled with" on^ outhentic 
Shaolin swords fighting style. 


He mixes high impact body slams and 
throws with bone-crushing blasts from his 
Iron-clad fists. Ghost Face also wears a full- 
face iron mask to maintoin the allure of the 
infomous Ghost, 


Paradox has taken the over-the-top Thrill Kills and turned them into multiple fatalities which each character can per¬ 
form at the end of a match. These insane moves are very dynamic with multiple camera angles and cool effects. 
Each character's fatalities are unique to that character's style of fighting and include almost the same amount of 
gore that was in Thrill Kill. . . 


A tnsp^tdh Dock's fingers ore his weapons. In one of his fatolifies he simply touches the forehead of 

' opponent, who screams with pain before his heod explodes. 


A With the stealth of a ninja, Masta Killoh lurks above his unknowing victim- He then drops towards hts enemy, 
sword drawn and^r with omaiing speed and agility, he slices off his victim's head ond cradles it like a trophy. 
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Ft oniy took about four years, btrt a company finally surpassed the TBex found on the 
PlayStation Developer's Demo disc. Thanks to singie-skin and muIti-Jayered textures, 
the dinosaurs in Warpath: Juras^ Park look about as real as you can get 


A Go in for the kill when your oppo¬ 
nent i$ down. If you ore lucky^ you can 
get In a few more free hits before they 
get back up> 


A Twenty bucks says that this Stygi gets 
It. You don't mess with a T-Rex and get 
away with it. Unless, of course^ you ore 
extremely lucky. 


> You con see 
an example of 
the layer^-tex 
ture technique 
on the T-Rex 
here. Since his 
neck has been 
[fit several 
times, the skin 
is no longer 
there and you 
con see jtist 


: A Etespite the fact thot its uses unreolistic 
textures and does not include a polygonal 
environment, the demo disc T-Rex Has not 
been surpassed until now. 


A Finally after almost four years, EA has 
managed to^crecte higher-defaijed 
dinosaurs along with a full polygonal envi 
ronment, all running at 30fps. 




Duke if but wit 


hose of you who were smart enough to pre- 
order your PlayStation way back in 1995 may 
have received a special disc that contained various devel¬ 
oper demos. One of those demos featured a rather 
impressive looking polygonal T-Rex that has never been 
surpassed, until now. From EA comes Warpath: Jurassic 
Park, a oneon-one fighting game that features some of 
the most detailed dinosaurs yet seen on a console. 

What makes these dinosaurs so amazing is that they 
use a couple of elements that are relatively new to the 
PlayStation, the first of which is single-skin texture. 
Single-skin allows the dinosaurs to have seamless tex¬ 
tures that move and stretch just like true skin would. This 
process also removes the jagged edges that you would 
normally find at elbow and knee joints. The second new 
element is layered textures. By layering textures on top 
of each other, the developers can make the dinosaurs 
appear as if they take damage. For example, if your 
dinosaur gets bitten by another dinosaur several times in 
the same place, the normal skin texture in that location 
will get replaced by a texture showing muscle and bone. 
The effect is that it looks like your dinosaur was actually 
bitten. Way cool! 


Warpath will have four- 
teen fighting arenas avail- 
able, and each is taken direct- 
ly frotn the two Jurassic Park 
movies. The visitors center, the 
Site B helicopter pad, the 
transport boat; 
they're all here 
and instantly ' 
recognizable. 

Several of the arenas will also fea- 
ture animals or humans that run 
around trying to escape. If your 
dinosaur's health is low, simply twPIlil 
catch and eat one of them and 
your health will go up a bit, giving V ' 
you a chance to make a comeback. ^ 

On the more educational front, 
players can also browse through the ^ 

Interactive Dinosaur Museum and learn more 
about the history of the dinosaurs that they are fighting t*’® « 

with. Now, that's a first: a fighting game that actually best possible 
teaches you something. Go figure. 


T There is nothing 
more gratifying then 
taking down a T-Rex. \ 
That takes some serious 
skill and a lot of 
patience^ unless you are 
playing against your 
four year old brother. 


A Warpath doesn't skimp on blood. In 
fact, there seems to on excessive 
amount of it, which means that Atortaf 
Kombat fans are going to go bonkers. 


Yhe Tyrant King has never looked better 
excei^t maybe in the flesh... 



Here we see two major Hollywood stars fighting to 
get more camera time. Man, show business can get pret¬ 
ty vicious. Note: No animals were harmed in the making 
of this game. 


i; Ifi All the levels 
0 in Warpath 

ii jy., 2 

Hh r- the locations 

QI D found in the 

*j Z two movies, 

: r- 3 so most p!ay- 

Q ers should be 
able to recog¬ 
nize them 
rather quickly. 





A Visitor's Center - VMio doesn't remember A Hunter's Camp - Just like in the Lost 
the classic fight between the Raptors and World movie, you see a couple of dinosaurs 
the T-Rex? vKth this game, you can relive it getting into a fight just oiler they ore 
in all its gory glory. released from tfiw cages. 
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€^ CAPCOM CO., LTD. 1999 © CAP;;CM U,SA, INC, 1999, ALL RIGHTS 
RISERV£D. CAPCOM is a regisiered trademark cl CAPCOM CO., LTD. STREG' 
FIGHTER IS a regtst^^ed dademarh of CAPCOM CO,. LTD. STRtlT FIGHTER 
ALPHA 3 is a trademark of CAPOOM CO., LTD, 'FiflhtEr's Idge is a regisier^ 
dademark oj GamePro magaaine. the wodd's largest muldpEatform gaming 


§eet Fighter Alpha 3 scores a triple E.O.! It's the 

an arcade game to grace 
i circuits of the PlayStation game console... featuring 
I new enhanced modes of play, induding 3 fighting 
styles for every character ~ plus the skill building, 
World Tour Mode. Maybe nobody's perfect. But as of 
today, at least one 
fighting game is. 

magaane arxJ the official magazine sponsor ol fte Capoom FK)**t6rs Eitge prorrwiron, Reprodyctiori of Ike 
fighters Erl^ namenogc in whole or part v^ithout prior mined permraioir by GamePrc magazine is prohibttid, 
^., HaySlalton and the RayStation logos are registered Irademacirs cl Sony Computer Entertainment Inc, 
Y The ratings iccm is a tratfemark cf the tnieracfive Digiiat Software Associaticn, All other marks are (he 
propeiiy ol the!r respective owners. 
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,gg^ ony is full of surprises for the PlayStation in the coming 
year and not the least of them is its new Crash racing 
game, featuring all the characters from the top selling plat¬ 
former series. Sony CEA has never really admitted to hav¬ 
ing any kind of mascot, but you 
would be hard pressed to find a char¬ 
acter more fitting of that role than 
crazy Crash Bandicoot, so it is fitting 
that he finally gets to do something 
besides "bust open crates and jump 
gaps in the path". 


► Tracks will fea¬ 
ture branching 
roadways* There 
wifi also be apples 
to collect, another 
Crash standard* 


Gameplay will be much like that of other cart-type racing 
games, featuring four-player split screen racing with 
weapons and power-ups. Race using Crash or seven 
other characters, including his sister Coco and Nitrous 
Oxide, a new boss making his first appearance. With a 
huge compliment of twenty tracks and at least five dif¬ 
ferent modes, the fun looks to be neverending. We 
have yet to play it, but it's expected to feature some 
quality racing, considering that the Naughty Dog team is 
behind it. Hopefully these new screens will tide us over 
in the meantime. 


-|V r \1 

iuItsM? 








it.rA'' jv’ ■ 






jtlk 


^ It appears that the oogo-boog 
masks from the Crash series will 


masks from the Crash series 
also be tn the racing game, 
where it will be used as a shield, 
[ust as it is in the plotform game. 


A Thankfully all the vehicles are 
single sealers, since we^'re nat 
quite sure that driving with 
someone whose name is Crash 
(no matter how big a celebrity] 
is such a good idea. 


Puhiislifr Sony CEA 
Developer Naughty Dag 


Release Date 4th Dtr 
Typa Racing 
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Publisher Electronic Arts 
Oeveloper Tiburcn 


Release Date Fall 
Type Football 
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In this closeup, you can really 
see the improvements mode in 
the overall took of the players. 
The uniform textures look bet¬ 
ter, white the orms and legs are 
more rounded. 
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^ The menu system has 
been completely revamped 
and now has a sort of 
television floir about it* )t% 
quite cool looking. 


< With the improved graphics 
engine, you can now see a 
lot more detail m the gome, 
especially on the playing 
fields. Notice the addition of 
sideline players and referees. 


espite the impressiveness of last year's title, this 
year's NCAA Football will feature even more 
refinements and additions. 

220 Teams will be available, 140 1-A and 1-AA 
teams and 80 classic match-up teams. The three 
new conferences Ivy League, MEAC and SWAC 
— are also selectable, which means that everyone 
will definitely be able to play as their favorite team. 

A new graphics engine has been implemented 
that allows for far more frames of animation and 
improved physics, so players should move and react 
a lot more realistically. The framerate is also faster and 
more consistent, while the loading times have been 
greatly reduced. 


HARVARD 


PASSOFT^ 0‘ r 
PUSH OFF D' ?" 
PASSOEF n> r 
RUSM0S= 0 


£ PASSflff 0 ** 
? flUSHOfF 0 - 
I pASSbB^ D* ^ 
^ RUSH OFF D ^ 


Other improve¬ 
ments include a deeper 
Dynasty Mode, which will 
give you greater control of the 
quality of players that are 
recruited, and a create-a- 
school mode, where you can 
adjust every aspect possible, 
including enrollment and 
helmet colors. 


wirh the 
better looking fields, 
the game will show¬ 
case impressive 
player models that 
not only look 
sharper, but move 
more smoothly. 
































































































The bugs are taking oyer - infesting and destroying everything in their path. Are you just 
gonna sit there and let .that happen? No way. !t's time to kick some bug butt! Centipede 

for PlayStation. Wicked bugged out 3-D graphics, all new 
levels, insects, and worlds. Even play classic style. 

The bugs are back. Start blasting. i 
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1) FINDING 

2) YOUR 

3) SAVE 

4) WITH 

5) THE 

6) FASTEST 

7) LAP 

8) TIME 

9) IN 

10) DAYTONA 

11) HISTORY 

12) SHOULD 

13) BE 

14) EASIER 

15) THAN 

16) IT 


18) TO 

19) MAKE 

20) IT 


Directions: 

Plug V-Mem"': Virtual Memory Card System into your PlayStation®. Icons of 60 memory 
cards will appear on your TV screen. Use your controller to scroll to the card of your 
choice. Start your game. Load your save. Safe, organized data that’s easier to find and 
faster to retrieve. Just like a hard drive for your game console. You save a game to beat it. 
But you can't beat it if you can't find it. 




Virtual Memory Card Systeni 
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Find all aa4- oF rFiasa 
runaiuay manl-iBys! 


I ave those monkeys got you pulling your hair 
out yet? Then we've got just what you need— 
the biggest, most complete Ape Escape quide 
you'll find in any magazine. Over the next 12 pages, we 
show you where every single one of those little rascals 
are hiding, so you won't have to spend countless hours 
searching. So get out there and net those monkeys! 


BBP/ BBPt 
&ReAt 6C0Trf WtTH 
tWESE EXPERT AUtPS ANP 
TIPS, WE'RE Pi^MEPf 
POOOOMBPf 


lie first three stages aren't very difficult and ^LiMTce Net 


r essary to plaY the game. Start out by familiar¬ 
izing yourself with the dual analog controls, and 

actice sneaking up on monkeys. 


^Ithen^fae sure 
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the Wciter Ket can be one of 
the tougher ftems to . get the 
hang of* Swimming can ^be 
tough by itself^ and aintifig the 
net mokes things even more 
difficult* You've got to practfce. 
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^ Total Monkeys .. 04 
^ Specter Coins... 01 
¥■ Best Time ... DO'S?” 
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ft se this stage to learn 
fiL^JP the controtsf Here 
S you can just run up to the 


^ monkeys and snag 'em with- 
t^ssa- ;QUt much trouble, but prac¬ 
tice your sneaking skills any- 
’ yvay, so you'll haw therri 
: ;., later.;Gh, and you can't reach 
. ithe last monkey without the 
Sky Flyer,'so you'll have to 
cohne .back after you get it. 


his is the 
first level 

► Total Monkeys .. 06 > 

> Specter Coins... 01 
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^ Best Time ... 00'42' 


Net. It can be tough to get the hang 
, of swimming, so spend a while 


practicing in the training room. 
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' ^ ^ Stage is a little tougher.: Be sure 

I rii'ii the giant bird's 

► Total Monkeys .. 07 ^ ® 99 shalis, and \when you go up against the mon- 
^ Specter Coins *01 *i^®y tiding the Triceratops, try using his bombs 

^ Best Time .. .Ol'OO" 
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need to come back with the Slingshot). 
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The Monkey Rador will be¬ 
come on irtvoluoble Item as 
you move on, and the mon¬ 
keys become more hidden* It 
will be invaluable when you 
go bock to get a 100% score. 



irst, run 'staightto^rdsitn||o 
to .firi(J;a rnQnfca^V^Wdir^ihdre 








^ Total Monkeys 
^ Specter Coins 
> Best Time ... t 
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^ Total Monkeys .. 08 
^ Specter Coins... 01 
^ Best Time ... 02'10' 


V”. N. ■■ 1 -i. ; ■ ^iyi> ^ *T- !KJ3" 




f yoLf run across ttiei 
Liflashing ■ white gate 
in this stage, don’t worry 
about it These can only be 
opened using the Magic 
Punch, which you don't get . 
until you finish the game. 
Gates life: this don't tead .any¬ 
where new, but make handy 
■shortcuts . when you come 
back to get a 100% score. 
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^ Specter Coins... 04 
► Best Time ... 02'00" 


ou'I! need to do a lot 
of fancy jiimping to 
clear this stage. When you 
; g8t to the; area with the fipat 
ing'.iptatforrhs,! watch lout fe 
the flying creatures who will 
often zoom iri to knock yog to 
your death. There are. some 
really: tough feonkeyslrt this 
stage; at first, just focus on 
:;the. 0 .h:es you can easily; get. 
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WHO gUlUT THE 

pypAm0B??Y 

YOU OOT it- 

mNic^s. 




MONk^ 

P^/*T Hi’ 

PIP YOU KNOVi^ 

: THAT AflONKEYS 
WERE THE FfR$T 
TO POMESTIOATE 
mRSBS? 
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k- Total Monkeys .. 08 
^ Specter Coins... 01 
► Best Time .. .0T14’' 


0 ;h|s is a feally fun, 
simple: , stage. You 
catch the bulk of the rfion- 
keys you need right at 
the start, on the 
beach. By the way, ^ 
you. can knock ' 
over the sandcas- 
ties with a few 
hits, but unfortu" ^Hn 
nately, there's noth- 
ing hidden inside 
of thenn: You 
should be able '■^rJ^KKH 
to zip past this ■ 
stage fast. *’.' / 


^ A ou can expect to get wet a lot in this 
■SKLJw level. The very first monkey you come 
across can be one of the tougher ones to snag. 
You'll need to use the Water Net, but with two 
man-eating sharks patroling the area, you’d better 
be careful to stay out of harm's way. 


k- Total Monkeys .. 08 
^ Specter Coins... 01 
^ Best Time .. .02'20’' 
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r MONtCSY ^ 

PAAT ^Si 
MONKEYS WASH 
BEFORE EVERY 
MEAL, A 






!I!3SH-T55! 






srnter 






Pr^>babJy the most usefu! ifem^ 
in the gome. Whot take o 
chome iighting on enemy toe- 
to-toe when you eon pkk him 
off from o distofite? Always 
keep this one Quipped. 















































































































































































































•J> 


I : j‘ 


[•-'Jij'JTfW 




atw#fclT6ames.<tKM 


PiayStaiiofi 


INFOGRAMES 

ENTERTAmMtNT 




nmm 



Tinji[n!?||| 



jlfiilMnTu 












im 

m 

/f/rTh. 




Bini 

IThI 

wfitmill 

[fliint 












































HH- 



July 19 3 3 

UJUUWiPSnTQM LINE-com 





r ^ 

1 


1 1 

1 

i 

L _ , 
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^Nkm 

... BmPT'iiiif'^ 

FOUR OlF^eRBKT 
u,5. pfiesmNTs 
WAVE KEPT 
MONf^S IN THE 
WV/7F HOUS^. 


STAOT 


V^r^: 


MONK^ 
PACT BSi 
CONTRARY TO 
POPULAR BBUep, 
MONKEYS DON'T 
ACTUAUY LIVE IN 
THE JUNOLE. 


'‘-V, V'Vy--*.,^. * jV*^ * ' ’' ■*' '■ 'V' ' "*■'■ ■’'-'t '**■• I •■■''* "j--* "' 


^ Total Monkeys .. 11 
^ Specter Coins... 03 
Best Time... orso" 

ver seen the inside of a 
giant turtte? Well, now's 
your chanee! This stage is pretty 
bizarre, and can be tough in spots, 
too. There's one monkey 
inside the turtle that is 
hiding out under a trans¬ 
parent floor. He can t t 

.only be caught 
using the RC 
Car, so you'll just 
have to leave 
him for now, and 
pick him up later. 








y •>. ■ 
'fX- 


jytK 




^ Total Monkeys. 
^ Specter Coins.. 
^ Best Time. 


his stage is just one area' 
with no side rooms, buti-i; 
you'ir Still; have to cover a lot of ■ 
ground.; When you reach the mon- , 
key that rides the Wooly Mammoth, 
try using your Slingshot to knock him 
down to the ground. Watch out 
when you run up to net him, or you'll 
get stomped on by that massive 
beast. Also, watch out for the sripw- 
men. Hit them once, then, back up 
and finish them off when they land/ 
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h this level, you can ie^ily be 
frustrated by those pesky. - 
enemies that pop out of the groutJ; . 
Tffey'll zap you just as you're climbing up 
onto a ledge, so keep your eyes peeled , 


Total Monkeys .. 09 
^ Specter Coins... 03 
^ Best Time .. .01'45" 




SMUT 




stater 








With this tiJity gadget you can 
plow through enemtes like a 
buzTsow. You really won't 
need it very often^ but tt is used 
to solve o couple puxzles* Think 
about how to use its speed.^,. 
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he besfepart about this stage is 
the ape spai It's tough to get to 


^ Total Monkeys .. & 
^ Specter Coins... 0. 
^ Best Time ... 0T40 


can find it right away. It's loaded with mon 
keys, so it's well worth the extra trouble 


swawas 








SKY f LVgft 


► Total Monkeys .. 12 

► Specter Coins... 03 

► Best Time ... 03'00" 

his level -introduces those pesky ninja eriemids 


liliMs 


lave te deal witfi a 


ing stars. There are a lotof monkeys to get onThis stage, 
t|it ntiarfy of them are in large groups. So, if you're ' quick 
yOd can net two or three at a time before they scatter •: 
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This 9<id9et ts intredlbty 
heipluf. Learn to ttse it 
olmost every time when you 
fumpj just fo ploy it sohe* 
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Not Gran Turismo 


Not Need For Speed" HI 


Not NASCAR"^ revolution '99. 


IN FOG RAM ES 




ZEROmARGINlOBERROR 


www:lemanstnez 


eutechnyx. 
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*1 ffi Jl is 

and it can take awhile to 
get anywhere. There are lots of platforms 
off the main path that you could use the Sky 


^ Total Monkeys 
^ Specter Coins. 
^BestUme.. J 


triangles, and aren't worth the trouble 
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J: fe,6hly:i:ifni6nkev 
' ' '-JliJiP that you iechni- 
caily HAyl to catch to clear this stage is the 
evil .Specter himselh But, what they don't 
tel! you «that to open certain doors, you'll 


^ mONm^ PACT »&: ^ 
THE ONLV MONit^-WIiPCTp9 
FILM TO WIN AN OBC/UZ WA6 
TAiP PAT rm 8ANANNAS 
RAN PRT'. ^ 


>■ Total Monkeys .. 20 
^ Specter Coins... 04 
► Best Time... 03W' 
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Pw'-> r^v,. ■-: ^ ■- -., 


W, fACT # 7 ; 

■ ON 7VIE SEi^Rer ■ ^ 
mONK£/ tSiJiNQ’’, WE 
ARE FREE TO ROAM AMP 
t -mE BANANNAS 
'>V PtENTIFUU. 


K ii|i n this stage, you get to use the 
P coolest gadget in the ganne—the 
RC Car! There's a monkey right at the start 
to try your new toy out on. Also near the 
start is a monkey high up on a; pipe. To get 
to him, you've got to go through the tevel. 


V Total Monkeys .. 13 

V Specter Coins... 03 

V Best Time ... 03'0a" 
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STAttr 










■^^ .. Yt ^ 5. 


Th^ RC Cor has COT tp be the 
coolest Item ever seen tn a 
videogome! You use it to get 
into stnall areas that were 
unocessob^ before.^ Use it to 
stun monkeys and enemies! 
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ight at the beginning of this 
stage you get your first 
d man is it cool! When dri- 


^ Total Monkeys .. 10 
^ Specter Coins... 02 
^ Best Time ... 03'00" 
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t the Start of this level, rurr tb tHe left and you!!l 
find a large box that is flashing white. There are 
scattered throuahout the aame, and thevall cbn- 


^ Total Monkeys .. 12 
^ Specter Coins... 

► Best Time ... CfS'Oi" 


and get the ones you missed 








: j^O? COURSE, 

r -vAcmMONicBr ^ 
fACrS ARE AUL WRONO, 
BUT COULD COME TRU^ 
IF WE DON'T STOP THEM 
V FROM ME56IN0 UP y 

xj-HE TmeuNer^ 


mM0 
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y rr'S ALL X. 
'^UP YOU NOW. > 
CET OUT THERE AND 
, STOP SPECTER'S , 
X SYtL PLAN! y 
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r I'M NOT > 
DONE YST! 
SOON I WILL 

SHOW you My 

TPUe POWER' 
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n every country around the world where 
both an "officiar and an "unofficiar 
PlayStation magazine are published, the 
"official" magazine outsells the "unofficial. 
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only makes sense. You guys 
recognize the value of an 
independent magazine, and you 
wouldn’t have it any other way. 


Freedom of speech helped make 
America what it is today. Our 


h aives us 


an edge 
magazines 


Thank you for reading PSM! 
You've made us #1! 


PSM is not only the best 
PlayStation magazine in America, 

also the fastest growing 

* Period. 





iitiepenieat PhyStatiBB MayaziBe 


*Source: CM/Circulation Management 
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source for irTThe 


your compl^l'^ msnrh 
Irieujesr an^'^Mle^r p]a'|[ist»rion cheers 


Face it—^you're a Code Juakie. You need 
every new PlayStation cheat and password, 
and you want em now. Don't worry, our 
sources are the best. Stay connected with 
PSM and your supply will never go dry. 




□F rhe 


Need For Speed: High 

Secret Cars 


Secret cars are a given for this hot racer. Every Need 
For Speed to date has had hidden vehicies and these 
are sonne of the best yet. There are only three of them, 
but we are pretty sure there will be more coming in the 
future. In an attempt to prevent the codes from ruining 
the replay value of the game, EA has added a couple of 
clauses for when you use them. The cars (when 
opened using this method) can only be used in the Test 
Drive, Hot Pursuit and Versus Modes (except where 
noted) and their activation also causes the deactivation 
of the save and load functions. That means you have to 
re-enter the cheat each time you pick up the game, 
although we do tel! you how the cars can be legiti¬ 
mately unlocked. 

Enter the following names on the User Name 
screen found in the Options menu. The phrase "Cheat 
Activated" will appear to confirm correct code entry. 




* 


jf—. 


* 



‘. To get to the User Name screen^r choose Options frofn the 
Main Menu* You will get the message "Cheat Adwttted^^ when 
entered corredty. 


Name 

Hotrod 


Flash 


Whirly 



Effect 

Titan Hotrod (To use the 
Titan Hotrod in the 
Tournaments and Special 
Events, successfully 
complete all the Special 
Events w/gold trophies.) 
. Phantom Car (To use in 
Tournaments and Special 
Events, successfully 
complete Tournaments 
with gold trophies.) 

. Helicopter (in Test Drive 
mode only) 


4 The Titan is a 
buriy dragster 
with ineredibfe 
acceleration, but 
extremely weak 
hondling* You 
hove to slow 

down to 


make most cor¬ 
ners. 


Every month there's usually at least one code in Code Junkies that totally blows open a game or 
increases the fun factor of a title to another level. Starting this month we've decided to pull-out those 
exceptional codes and cheat gems and award them with the dubious honor of Code Rx Of The 
Month. Look here for the hottest of the hot codes for the best games each month. 



The heficopter ftioy handle like a car, complefe with lire 
screeching noises, b&rt if is still very cod* You can use ihe helicopter 
on the Kindiok Park track, with Hs moving train next to the 
roadway, to recreate the final action scene from at least a dozen 
different movies* 


Supremely Cool Acceleration Cheat 

This one is awesome, as It allows you to get any car to 
its max speed in a matter of seconds. You can easily 
blow past anybody, as well as get back up to speed 
immediately after crashing. To activate the cheat, 
choose a racing mode and a track. Choose your car and 
press START to begin the race. Immediately press and 
hold ♦ + Y, + X before the loading screen appears. 
Continue to hold the button until the loading screen dis¬ 
appears and the race starts. During the race, honk your 
horn to give your car a turbo boost of speed. Once 
entered, the game must be reset to be able to enter a 
another code or to simply return to normal mode. 


Concrete In The Trunk 

There was a code just like this in the last 
Need For Speed. It makes your car super 
heavy, so that any contact with another 
car sends them flying while you keep your 
line. This can be extremely useful in all 
modes, but especially in the Hot Pursuit 
mode. To activate the cheat, choose a rac¬ 
ing mode and a track. Choose your car and 
press START to begin the race. 
Immediately press and hold + □ + 0 
before the loading screen appears. 
Continue to hold the button until the load¬ 
ing screen disappears and the race starts. 
Once entered, the game must be reset to 
go back to the normal mode or to be able 
to enter a different code. 


get two memory cards. You also have to play the game 
long enough to own at least one car and have at least 
$20,000 to buy a new one. Save this information to 
both cards and put them in slots one and two on your 
PlayStation. Compete in the two-player High Stakes 
mode and make player two intentionally forfeit at the 
start of the race. Player one's memory card will now 
have two of the same car on it. Copy that information 
again to the second card and repeat the process until 
you're satisfied that you have enough cars to sell them 
off for tons of cash. 

Turn Signal And Headlights 

This is more of an undeclared gameplay feature than an 
actual code. It allows you to turn your turn signals on 
and off, as well as work the headlights on the fly. Hold 
LI and press or to use the turn signals. Hold LI 
and press ♦ to turn on the headlights. 

Drunk Driver Sinfiulation 

To simulate playing NFS while intoxicated, there is a 
drunk driver cheat which will make the screen all blur¬ 
ry and anything that moves will leave several after 
images. Alt that's missing is the spinning effect you get 
when you close your eyes. To activate the cheat, 
choose a racing mode and a track. Choose your car and 
press START to begin the race. Immediately press and 
hold ♦ -H R1 + L2 before the loading screen appears. 
Continue to hold the button until the loading screen dis¬ 
appears and the race starts. You should tell if the code 
worked as the screen should be all blurry. Once 
entered, the game must be reset to go back to the nor¬ 
mal mode or to be able to enter a different code. 



Easy Money 

This is an example of a trick which uses loopholes with¬ 
in the game to cheat. To make it work you must first 


A The drunk driver mode should be used in Driver's Ed dosses 
ociass the country to show the effects akohol con Have on drivii^* 
To get the maximum choose Hot Pursuit and turn the traffic 
up to maximum, so that the frame rate sbws way down. 
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Last issue we gave you the Debug code which, when 
accessed, gives you access to just about any kind of 
cheat you may want. There is a level select, a menu 
for increasing the amount of pick-ups you have and 
several other useful and useless debug features. If 
you tried the code from last issue, you may have had 
a hard time getting it to appear. Sorry, that was our 
fault, we forgot to tell you to press SELECT after 
entering the code to make the debug menu appear. 
For those that missed it, here is the code again, along 
with a couple useful new codes. 

All the following codes are entered after you 
pause the game anytime during gameplay. 
Then press end hold L2 while entering any of the 
following button combinations. Un-pause the game to 
reap the benefits. 


First pause Hie game, Hien end hold L2 before entering 
any of the codes, Yby w3l hear a sound when entered correefty; 


Effect 

Debug Menu 
(Press SELECT after 
un-pausing to enter the 
debug menu and 
SELECT again to exit.) 
Invincibility 
Gex Quotes On 
Demand (Press SELECT 
after un-pausing to hear 
a Gex quote anytime 
during gameplay.) 




A This debug menu b great. You con go anywhere and access 
any level. CocA* The start button will no longer pause Hie game, 
however, net until you turn the debug menu off by selecting the 
option horn its main menu. 


There really isn't much to this one. Once BESTLAPS 
is entered as a password, you can go to the Records 
menu in the Options menu to see the best time 
achieved by the people who made this fantastic 
game. We printed these best times in our Roltcage 
strategy guide a couple issues ago as the times to try 
to beat, but we thought you might like to check them 
out in case you missed 
the issue. a,* \ A, JKml 


Can you believe it? We seem to have missed a code 
when we printed what we thought were all the Dead 
In The Water codes in a past issue. This will definite¬ 
ly add some new life to the game after the courses 
have become a bit stale for you. Everything is com¬ 
pletely reversed, so it will take some exploring to fig¬ 
ure out where all the good power-ups are. 

To enter the code, go to the Main Menu and 
press □ + 0. You will hear a chicken cluck when 
done correctly. Now press R2, R2, LI, LI. Another 
chicken cluck will confirm that the final part of the 
code was entered correctly. 


> Rnd ovf how fast 
the designers can 
race these futurblk 
funny cars. 


^ You enter the 
code while on the 
Main Menu. 

Giicken ducks 
con^rm correct 
entry. What's with 
Hie hucinoHon 
with chickens? They 
are everywhere in 
this game. 


^ After you 
enter the pass- 
wmto mes- 
soge will soy 
the password 
was invalid, 
Thb is the 
same message 
you get when 
you enter the 
MAXCHEAT 
code to open 
evervHiing, 

both work. 


tmumk 


Car Horns 

Enter AIRHORNS as a password, then press SELECT 
during game play to get a horn sound. Each car has a 
different type of horn to check out. Some are silly and 
some are annoying, but it’s a neat feature none the 
less. You should note that using this code will some¬ 
times lock up the game or cause you to not be able to 
control your car, especially if you press SELECT 
before the race starts. 


A This code helps to keep Hie game f^h by mixing things up a 
Irit, Everything wiH be opposite of where H b normolly. 


Gex 3: Deep Cover Gecko 

More Gec.ko Codes 




Roll Cage 

Dead In The Water 

See Developer's Best Times 

Mirror Versions Of Tl 



made it. For your convenience, we've gathered ' 
the following list of tip lines for PlayStation game pub¬ 
lishers. Most of the numbers are 900 toll calls, so be 
warped—they will cost you. If you are under 18, you 
should get permission from whoever pays the phone 
bill before calling. Also, we don't maintain any of these 
lines {other than dur own}, so we aren't responsible 
: for the information available on them. 







It^k? 




SSk it out—PSM's new tip line is the only place you 

Sfaccessthe Code Junkies Bible ^ 
rnde for every PlayStation game created! If its not here, 
it doesn't exist! PSM's tip line also has the most complete 
walkthroughs and strategies for the latest games. And its 
updated every month! 

Call l-9nD-77Z-4P^ 

If vou're under 18 years of age, please get your parents ^ 




Acclaim. 

. (516) 759-7800 

Accolade.. 

. (900) 454-HINT 

Activision. 

. (900) 680-HINT 

Americah Technos. 

.... (408) 453-9828 

ASC Games.. 

. (203)655-0032 

Ascii. 

.(900) 288-2724 

Atius Software.. 

.(714) 852-2351 

Bandai. 

..(310) 9260947 

BMG. 

.(415) 3300600 

i€apcom... 

...(900) 680-2583 

Crystal Dynamics. 

.(900) 737-4767 

Data East ........ 

. (900) 454-5435 

Eidos. 

. (900) 7734367 

Electronic Arts. 

. (900) 2884468 

Fox Interactive... 

. (900) 225-5436 

GT Interactive.. 

. (970) 522-1797 

Hot-B . 

. (415) 568-9501 

Interplay. 

. (714) 553-6655 . 

Jaleco... 

.. ....(847) 215-1811 

KOEt. 

. (415) 3480500 

Kokopeli. 

. (900) 370-HINT 

Konami. 

. ....(900) 8964468 

Lucas Arts . 

. ....(900) 740-JEDI 

Maxis .... 

... (510)933-5630 

Microprose. 

. (900) 773-HiNT 



Midway/Williams..... 

. (903) 874-5092 

Mindscape. 

. (900) 737-4468 

Namco. 

... (900) 737-2262 

Ocean. 

. (408) 289-1200 

Playmates.. 

. .(714)428-2112 

Psygnosis.. 

.(900) 9764468 

Ready Soft. 

.(905) 4754801 

SCEA. 

....(900) 933-7669 

Sierra.. 

.(900) 370-5583 

Spectrum Holobyte. 

.(800)695-GAME 

Strategic Simulations. 

.. (408) 737-6800 

Technos. 

. (408) 453-9828 

Teemo. 

. (310) 787-2900 

THQ. 

. (900) 370-HINT 

Time Warner. 

. (408) 473-9495 

Trimark.. 

... .(310) 392-3243 

Ubi Soft ... . 

. (800) UBI-SOFT 

US Gold. 

. (900) 28S-GAME 

Viacom.. 

. (303) 7394019 

Virgin... 

. (900) 2884744 

VR Sports.. . 

. (714)955-9592 










































































































WHEN I'M NOT ^ 
Busy SAVINS- THE 

pReewoRu?, \ 

LIKE TO &0 TO 
. THE MO\P/eS' i 




July 1935 
HTTPJ //uiuiui.FSfYlDNLlNEiCom 


3 Kicn£^ 


The point of this trick is to view all the game’s cinema sequences, but the way it is 
activated is pretty creative. You actually have to enter the movie theater on the first 
level. It is located through the alley that is reached by going through the window that 
leads to the elevator. There are three doors in front of the theater. Go and stand in 
front of the middle one with the flak jacket. Now pause gameplay and highlight 
the Map option and press + + L2 + R1 + X, Gabe will say "got It" to confirm cor¬ 
rect entry and, when you return to the game, you will be inside the theater. You 
will find a concessions stand there. To view the cinemas, go through the cur¬ 
tains. Press X to advance to the next cinema and press 
START to exit. 






Every Bust-A-Move game so far has had a hidden extra 
world to play and 99 is no different. To access another 
world, go to the title screen with "press start" on it. 
Now press 0 ♦ *> 0 and a small character will appear 
in the lower right corner of the screen. When you go 
into Arcade mode, "Another World" will be listed on 
the lower left of the screen and the backgrounds for all 
the puzzles will be new. 

W After choosing Arcade, 
you v«!l see Ihot "Another 
II WoHd" is tUted on the on 
the bottom of the screen 
cind oil the bodk^ounds 
for the gome^ puziies wiN 
be newL 


▲ The fheoter is located ot the top of your map for the 
first levels Now you con check out the moviesl 


A Once inside the theater, go into the 
lobby oitd through the curtains to wotch 
all the game's movies* 


A The HHe screen is 
where you enter the 
code. Look for a IHtie 
guy in the lower right 
comer to appear 
when you enter the 
code correctlyp 


It occasionally happens that we run a code that worked 
beautifully on the reviewabie version of the game, but 
at the very last minute before the game shipped, the 
designers changed the cheat codes. This is such a 
case. A couple of issues ago, we printed a code to 
access a level select, it unfortunately did not work with 
the store bought copy of the game, but to make up for 
it, we have a whole load of new codes that definitely 
work. They can be tricky to enter and require you to be 
somewhat quick and steady. A message will appear 
when you enter a code correctly. 


Map Screen Codes 

The second tvpe are entered on the map screefr , 
between levels. To get to the rnap screen you have to . 
finish a level. Like the previous codes, you must first ■ 
enter a master code to get the other codes to work. 


After a code has been entered corredly, o message with Hie 
name of Hie cheoT wiH oppeor at the bottom of Hie screen. 


Code 


Effect 

R2 R2 

0 ♦ □. ... 

.. Enable Map Screen Cheats 
(Enter this code first) 

R2 R2 

r'1: 4 

- 1 ^- «V-' 


♦ ♦ 

4 ♦ ♦ L2. 

.. Story/Style Select Menu. 

R2 R2 

OD^ 


t 

♦ ♦ ♦ LI 

, , Level Select Menu 

R2 R2 

■ ♦ [jO 


♦ ♦ 

♦ 4 ♦ R1 

.. Credits 


Ganntepfsy Chests 

There are two types of codes to enter. The first are 
entered anytime during gameplay, without pausing. To 
get any of them to work, enter the Enable Cheats code 
to open the cheat mode. The codes won't work with¬ 
out first entering this master code of sorts. 

Code Effect 

R2 R2 . X □ .Enable Cheats {enter this 

code first) 

R2 R2 ♦ C ■ ...Full Chi 

R2 R2 ♦ C .Full Health 

R2 R2 ♦ R2.Invincible [Makes you 

invincible until your Chi bar 
is depleted. Your chi will 
immediately regenerate, so 
you can enter the 
code again.) 


R2 

R2 

4 4 

.Double Size Enemies 

R2 

R2 ♦ 

4 4 

...... Half Size Enemies 

R2 

R2 

■> X . 

.Nine Lives Cheat (Gives you 




nine lives which will 

■ 



never decrease) 

R2 

R2 

4 

.All Styles (Gives you access 




to every kung-fu style) 

R2 

R2 + 

R1 

...... Stealth (makes player 




invisible to enemies) 

R2 

R2 ♦ 

4 4 

.Crazy Blood (Buckets of 


blood gush from enemies) 



Your enemies, mode «vke Hidr she using Hie double size ene¬ 
mies code, make a bigger target. 


must siKiesdM^ teach Hie end of 
odes you wisKp 



This is fust silfy. 
E nter a code and 
every slice you 
take at an 
enemy witl 
slash a 
jugular vein* 



4Thel«itel 
select memi 
wiSoii^ioar 
briefl^crfter 
ymi eolm* Hie 
enable imp 
screen dieots 
cpdeondihe 
(eve) sel^ 
menu screen, 
Ftom Hie ievd 
sefeci menti, 
choose a level, 
then press X 
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Ameriiiai 


“:j 

ZZZl 

mutib 

SfAOllWSaHI 


X yM4/V, THE6E ^ 

^ copes ARE 

WORKING? WONPSRS 
FOR M/ SArrtNO 
L AVeMOS! 


Rampage 2:,Universal Tour 

Hicidan Characters 


cross'X 

CfOM-V 


Sports Baseball 2000 


ame 


.*/ / L^- J:/, fj 

/ J / J / 

Cursor repeat ftoSay 3 


CurSfj r ff ur-a‘ r^t ? irQ 
’■ fffilf'lliri ^ 

farJeHStSS 8G 

ffflte ?fe.tasaj; ui'Jtl 3e' 
fad}' Hexagon fi«v *- * & 
Fasfe Hexa^tn r io 

}ik*ip • r^si 8 
H«lp i^s^T ’ yrets! S J 
Hd}> f ader > lit* 4 J 


Stuff Hdp 


Just froiti looking at the back cover of the game's 
packaging, you can tell that there are more Oharacters to 
use besides the three: that are available from the start. 
Here's the qiifck and easy way to open them. Simply 
go to the Password Screen found in the Main Menu 
and enter the following passwords to unlock the 
corresponding character. 


The passvrord screen 
IS found on tbe Moin 
Menu, Once you enter 
the bst dwiracter of a 
possword, the screen 
wtll Imimedkilefy return 
to the tnoin menu tf 
you enteredit corrediy. 




Password 

LVPVS .... 
SM14N ... 

S4VRS. 

N0T3T.;v. 
B1G4L.... 


Character 

..Ralph 
., George 


ty Alternate Myukus 


sAhemale 
Myukus'' stots 
ore completety 
moxed out^ 
making him 
the best 
chqracl^ in the 
gamehiuse- 


Normally you can't use the All-Star teams in the Exhibition 
Mode, but with the following code, you can! Select 
Exhibition Mode, then, on the team select screen, choose 
Options. On the Options Menu, highlight the option DH 
Rule and press □ ■' □ then the START button. You will 
be taken back to the Team Select screen, where you 
should notice that both teams will now be All-Star teams. 


& Go to the Options Menu while on the Team Select screen and high¬ 
light DH Rule when you enter the All-Star code. 


V When ycni 
return to the 
Team Select 
screen after 
entering the 
All-Star code/ 
you will notice 
that the All- 
Star teams 
will now 
be seteded. 


Shell Options 

This one is really no big deal. When activated, this code 
takes you to a hidden option screen, which allows you to 
tweak the front end effects like background colors and 
transition screen wipes. Go to the Options screen in any 
play mode before starting a game, highlight the option 
Credits and press DODO, then the START button. 


Erstad Cheat Code 

This is the motherlode If you really value cheating, as 
these allow you to cheat while on the mound or over the 
plate in one and two-p!ayer games. The reason this code 
has the funky name is because It was originally designed 
to allow the game's cover-boy, Darin Erstad of the 
Anaheim Angels, to have special codes that only he 
knew, allowing him to be able to beat up on his buddies. 
Now everyone knows. 

Go to the Options screen in any play mode or in 
the game, except for Home Run Derby. Highlight 
the option Sounds or the Sound Options from the 
"pause" menu, and press □ 0 □ 0 , then the START 
button. Once entered, use the following commands to 
cheat like a pro. 


Offensive Cheats 

Hold L2 and press □ □ □ to force a very strong hit for the 
next pitch if you make contact. 


Hold L2 and press to force an error for the 

next play. 


Defensive Cheats 

When selecting the pitch speed (after selecting the pitch 
type), hold L2 and press T. This will throw a pitch that 
just can't be hit. 


OFF 


c] This the bsf screen 
you come to before 
tbe match loctds up* 
After pressing X here 
to confirm your shot 
meter choke, quickly 
press and holef Li + 
L2 + RT + R2 -H X, 


: SMAfrfr/ fat 


Ploying m the 
street is a blast, 
{ust as long os 
you have some¬ 
one on the 
lookout for 
oncoming cars* 


iitiii ii ■ 
I 


Holding 


L 


and 


whie 


select 


press 


force 


pitch 


speed 


wi 


weak 


ing 


very 


hit 


the 


batter 


makes contact 


The designers give you lots of control over your game and 
with this cheat, you can now determine exactly where the 
ball will land when ever it is hit by either team. What's real¬ 
ly cool about this is that you can now set up situations and 
plays better than you could in actual baseball or batting 
practice. Recreate legendary plays from the past or just 
practice how you would deal with specific situations. 

To enter the code, go to the Options screen in any play 
mode or in the game itself, except for Home Run Derby. 
Highlight the option DualShock Vibration and press LI, R1, 
LI, R1, and the START button. The Autohit option will now 
be found in the pause menu. After the game you're play¬ 
ing ends, the code will reset. 


















L Within tbe Aulohit option, you cart set the power of tbe hit and the 
spin on the bolt, as well as every angle the physics hove influence on. 
This means that, with some fiddling around to understand how the 
ratios work, you can determine the exact spot the boll will land each 
time anyone hits it. 


A This code lakes you to a hidden optbn screen, so you con pretend 
you're a game programmer and mess around tvith the interface* 


This trick will enable a hidden court located in a suburban 
neighborhood. The court spans the width of the street 
with the baskets in the driveways of two of the homes. 
To access the street court, select Exhibition Mode and 
after selecting teams, choose to play as the away team. 
When you get to the Shot Meter screen, press X, then 
quickly press and hold LI + L2 + RT -t- R2 + X. Continue 
to hold the buttons until the game begins. If done 
correctly, you will be playing your game in the middle 
of a street. 
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Street SkSer 

Triple Play 2000 

open Everything Codes 

Gameplay Cheats 


You may have been able to tell from past coverage that 
we love this game, so we were stoked to get some 
codes. If you bought the game, you will have probably 
opened up everything already, since the game isn't 
very tough, The following codes don't offer anything 
new to many of you, but they are handy to have, any¬ 
way. You enter all the following at the Title Screen 
when it says either Street Tour, Free Skate, VS, or 
Config, When entered correctly, you will hear the 
announcer say "Yeah!". You still have to play through 
the game to open ail the gates on all the courses, as 


< Press START of 
the Tirie Screen to 
bring up the 
Street Tour, Free 
Skate, VS ond 
Config headings 
before entering 
any of the codes. 
You will hear the 
announcer soy 
''Teohi'^when 
you hove entered 
a code correcHy. 



Code 

* •* R1 R1,. 
r:R2L1 L2R1 . 

4 -n 4- 4 r, □ r:;,,,., 

L2 ;R1 i 4 l RI f . .. 


Effect 

. Sarah 
. Mick 
. Bonobo 
. Saho 


These cheats are entered during gameplay and are 
intended to help you win when you're down. They kind 
of ruin the game, but we know you want them, so here 
they are. Both codes are entered while pressing LI -r 
L2 + R1 + R2. The sound of a thump will confirm cor¬ 
rect code entry. 

Code Effect 


■ X - ♦ + . Hit Home Runs 

^ X '; . Strike Out Batter 



You must enter the code before each pitch, but when you throw 
a pitch, even if it is a ball, it will be colJ^ a strike. If only fokes 
one strike to put the bolter out os wetf. The batter con hit the boll 
if you throw on eosily hft pitch. 


R1 R2 ♦ LI L2.... All Boards 

R1 LI ... . Unlock all street cours¬ 
es, activate mirror mode, select time change. 

w- Now you con use 
the nin|a rollerblader 
without hrst playing 
through the gome o 
dozen times. 


Sports Car &T 

Cheat Like A Freak 


We didn't rate this racer terribly high, although its not 
un-playable. But if you did happen to pick it up, we've 
found some codes that should make things a bit more 
fun. The codes will unlock every course, including the 
Paris tracks, unlock every car and open all the classes 
in the Season Mode. Also, to help you get through the 
Season Mode, we've provided a money cheat which 
will give you $1,500,000. 

To enter any of the following codes go to the Title 
Screen with "Press Start" flashing. You will hear a ding 
when a code is entered correctly. 



Like the strikeout 
cheat, you hove to 
enter the code 
before each pitch. 
You olso have to h?t 
the ball and not 
strike out, although 
any contact will send 
the ball flying. 



Sc 




\hB Camera 


There are already several default views to choose from 
within this game, but now with this new code, you can 
create your own. It is best if you enter the code when 
you are not up to bat, so you can have plenty of time 
to mess around with the code without interruption. 
First press and hold LI -f- L2 + R1 + R2, then press 
4 4 t 4 4 4. The following are the controls for 
moving the camera. 


....move down 

. move up 

♦ move forward 

♦ move backward 

4 move left 

4 move right 

R2 + + .zoom out 

R2 + 4 .zoom in 




















■'•‘4* -SI. .i 






A Now you con ploy Triple Play 2000 os on EA employee, which 
means you gef to eat ot fhe EA cafeteria, visit us at the Imagine 
Media offices, not to mention that you also get to meet the ESPN 
guyst Wow, what Om. swell,, code... 


R1 + 4.turn left 

R 1 + 4 .turn right 

R1 + 4.tilt down 

R1 + 4.tilt up 

LI .hold to slow 

camera movement 


A VirtiKsfly ony comera placement you con think of is possible, 
even in the stands or out in fhe bleachers. 


EA Dream Team 

Electronic Arts always puts a secret dream team into 
its sports games, These teams always have amazing 
stats, making them the best in the game, even though 
they are made up of EA employees. To play as the EA 
Dream Team in Triple Play 2000, go to the Single Game 
Team Select Screen where you choose your team and 
press 44444444444. There will be 

an audio cue telling you the code was successful and 
the Dream Team will appear in the team select win¬ 
dow. !t will disappear if you scroll up or down. You must 
unfortunately re-enter the code each time you play. 

You can also use the Dream Team in the Home Run 
Challenge. To get the team to appear here, go to the 
Home Run Challenge Team Select Screen and press LI 
+ R1 + 4 for about five seconds. The Dream Team will 
appear if you were successful. 



Code Effect 

4 4 4 4 4 4 LI □ .... Lots Of Money 

4 4 4 4 4 4 0 R2.... All Tracks 

t 4 4 4 4 4 LI R2 .,. All Cars 


A Enter the codes 
ot this screen 
with "Press 
SfoifBashing. 



<$The car code already 
gives you every car in 
the Season Mode, so 
use the cash for 
expensive modiBcofians. 


P- The Paris tracks are nor¬ 
mally found after you 
beat oil four of the cor 
classes in the Season 
Mode, but now you just 
hove to enter a coda. 



This code is really no big deal, more of a waste of 
ten minutes than anything else, but if you're 
completely bored and want to check out all the 
little movies where the camera swoops around 
the perimeter of a given stadium, here's how you do 
it. Go to the password screen found in the 
Options Menu and input one or all of the following. 
We suggest you just play the game. 
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Codes " 

t 

IDl 












\w.[ru 


infinite Annmo. 80057fd22400 

Infinite Flamethrower Fuel.80058e3G2400 

Infinite Health.800432a02400 


^ODU 


Press L2 for more Creation Points ...d007c4200001 

801eb6240048 





.imiNf^ro-R" Camef=!T 


Infinite Health PI...801142720258 

Infinite Time.800f43b44649 


Bi m r-1 N s Bl{=nT 


Disable Timer.800b0f5476a8 

infinite Credits.800b060a0009 


AAAAAAAAAAAaAAAAAAAAAAAAAAAAAAAAAAAA 


D-ee-p CavE-R Gecko 


Extra Flies..d00aa5d40001 

800aa5d400032 


G U O m N ' 5 CK U E -R GE 


Infinite Rubies....801b5518ffff 

Max HP.801cd79c03e8 

Max PP.801cd79e03e8 

AAAA.tAAAAJ.AAAAA^AAAAAAAJ.AAAAAJ.AAAAAAAAAAAAAAA 


L-EGENP QE L.EGR1R 


100 AP for Vahn.800848160064 

Max AGL for Vahn.8008481803e7 

8008482a03e7 

Max ATK for Vahn.8008481 a03e7 

8008482c03e7 

Max INT for Vahn.8008482203e7 

8008483403e7 

Max LDF for Vahn....8008481 e03e7 

8008483003e7 

Max SPD for Vahn.8008482003e7 

8008483203e7 

Max UDF for Vahn.8008481 c03e7 

8008482e03e7 

Press L2 for Max HP for Noa.d007b7c00001 

80084c2003e7 

d007D7c00001 

80084c2203e7 

d007b7c00001 

80084c3803e7 

Press L2 for Max HP For Vahn.d007b7c00001 

8008480c03e7 

d007b7c00001 

8008480e03e7 

d007b7c00001 

8008482403e7 

Press L2 for Max MP for Noa.d007b7c00001 


80084c2403e7 
d007b7c00001 
■T : 80084c2603e7 

d007b7c0000l 
80084c3a03e7 

Press L2 for Max MP for Vahn.d007b7c00001 

8008481003e7 
■. d007b7c00001 

8008481203e7 
d007b7c00001 
8008482603e7 

Vahn at Level 99.800848380063 



fYiLH s:aaa 


Away Team Score 0..3001d4590000 

Away Team Score 50.3001d4590032 

Home Team Score 0.3001 d4160000 

Home Team Score 50.3001d4160032 

Infinite Creation Points.801e8b28012c 

80le8b2c012c 

AAAAAAAAAAAAAAAAAA a a AAA AA AAAAaAAAAAAAaAAAAAAA 


moNKeY -Hg^a 


Infinite Energy.3008e0f80011 


M 


AAAAAAAAAAAAaAaA AAAAAAAAAAaAAAA aaaaaaaaa 


:d ’Fo-r Speed -Hiok Strkeb 


Infinite Cash..80115da63b00 


AaAAAAAAaAAA 


AAAAAAAAAAAAAAAAAAA 


NFL- GfuyieD-hy ‘‘SS 


[LI & Sel] Score Decrease Away.d0144d02fbfe 

111084580001 
d0144d02fbfe 
111088f40001 

[L2 St Sell Score Increase Away.d0144d02fefe 

101084580001 

d0144d02fefe 

101088f40001 

[R1 & Sel] Score Decrease Home....d0144d02f7fe 

111084560001 
d0144d02f7fe 
111088f00001 

|R2 & Sei) Score Increase Home.d0144d02fdfe 

101084560001 

d0144d02fdfe 

101088f00001 

aaaaaAAaAaaaAAaaaaaaaaaaaaaaaaaAAaaaaaaaaaaAA 


i 


■R-HJYtP-RGE HS Univereru Tour 


Infinite Lives Boris.801 e0fbc0009 

Infinite Lives Curtis.801e0d9c0009 

Infinite Lives George.801e13fc0009 

Infinite Lives Lizzie.801e161c0009 

Infinite Lives Myukus.801e1a5c0009 

Infinite Lives Ralph.801e183c0009 

Infinite Lives Ruby.801el 1dc0009 


Enable Levels... 

..80094230003f 

Extra Characters. 

..80094138ffff 

Extra Points. 

AAAAAAAAAAAAAAAAAAAAAAAAAAAAAA^ 

..8007b19c8800 

^ElYPRON F1L.TER 

1 

Extra Health. 

..80068bec0000 

Infinite Ammo at Weapon Pick-up.. 

AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA 

..800467c62400 

AAAAAAAAAAaAAA 

Ftrirle -Plry BODD 

1 

Away Team Score 0. 

..300581110000 

Away Team Score 50. 

..300581110032 

Home Team Score 0. 

..300581 OdOOOO 

Home Team Score 50.. 

aaaaaaaaaaaaaaaaaaaaaaaaaaaaaaa 

...3005810d0032 

Aaaaaaaaaaaaaa 

FuucIAJ / NUUO Thunder 

1 

Barnyard Arena.. 

...80079f4c001a 


80079f4e0000 

Big Feet Mode.. 

..80079f080004 

Big Hands + Feet Mode. 

..80079f080006 

Big Hands Mode. 

..80079f080002 

Big Head + Feet Mode. 

..80079f080005 

Big Head + Hands Mode. 

..80079f080003 

ig Head Mode. 

..80079f080001 

Big Head, Hands + Feet Mode. 

..80079f080007 

Cage Match.. 

..80079f4c0000 


80079f4e0000 

Castle Arena... 

...80079f4c0011 


80079f4e0000 

Frontier Arena.. 

...80079f4c001b 


80079f4e0000 

Garden Arena. 

...80079f4c0015 


80079f4e0000 

Hades Arena.. 

...80079f4c0014 


80079f4e0000 

Parking Lot Arena. 

...80079f4c0010 


80079f4e0000 

Rooftop Arena.. 

...80079t4c0017 


80079f4e0000 

Space Station Arena.. 

.,.80079f4c0018 


80079f4e0000 

Stone Henge Arena.. 

...80079f4c0012 


80079f4e0000 

The Box Arena. 

...80079f4c001c 


80079f4e0000 

Undersea Arena.. 

...80079f4c0016 


80079f4e0000 

USO Arena. 

...80079f4c0019 


80079f4e0000 

Xtreme Arena. 

...80079f4c0013 


80079f4e0000 


Password 

Stadium 

ANA. 

.Anaheim 

BOS. 

.Boston 

BUF. 

.Buffalo 

CGY. 

..Calgar/ 

CAR. 

.N. Carolina 

CHI. 

.Chicago 

COL. 

.Colorado 

DAL. 

.Dallas 

DET. 

..Detroit 

EDM. 

.Edmonton 

FLO. 

.Florida 


LOS.Los Angeles 

MON.Montreal 

NAS.Nashville 

NYI.New York Islanders 

NYR.New York Rangers 

OTT.Ottawa 

PHI.Phiiidelphia 

PHO.Phoenix 

PIT.Pittsburgh 

STL...St. Louis 

TOR.Toronto 

VAN..Vancouver 

WAS.Washington 



Wow, it's 
Q shidiumJ 
Is this cooit 
or whdt? 


































































































































































































Gary^ whatever you do, don't turn around. There be crozies on the loose! 


r ve got a question for you. My friends 
and [ have been talking about some¬ 
thing. Since Street Fighter Alpha 3 has 
wiped Tekken 3's butt, it's time for 
Tekken to strike back. Why doesn't 
Namco put all the Tekken charac¬ 
ters from the previous games 
in one gigantic game? That 
way, everyone can use all 
the characters they have 
ever loved or hated. The 
game would be Tekken 
4 or Tekken 3.5. 

RJDWJ@aol.com 
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gam® In this 
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People [ know have 
suggested that devel¬ 
opers such as Square 
should take advantage 
of the larger storage 
capacity of the next-gener¬ 
ation systems, like the 
PS2, to finally offer 
speech in RPGs instead 


of text. However, I feel that this would 
be a major mistake. 

Before you write me off, consider 
this: When someone sees a character, 
say Cloud for instance, they often imag¬ 
ine themselves as that character. They 
also have, in their own minds, a voice for 
that character that conforms to their 
own tastes and preferences for that 
kind of persona. But, if the game's char- 
acterfs} are automatically assigned a 
voice from the start of the game, the 
gamer's imaginary tastes and THEIR 
idea for that character's voice is 
squashed, and 
they are forced 
to accept the 
game designer's 
choice. I feel 
that this would 
greatly weaken 
the player/game 
connection, 

Others may 
have different 
opinions on this, 
and perhaps my 
theory is not the 
case, but this is just my opinion, 

Eric Christensen 
s_snake07@hotmail.com 

►CHRIS: That's a pood point, Eric, I 
Have a stmiiar opinion about Full 
Motion Video versus in-game graph¬ 
ics when it comes to cinema 
sequences. I feel that when the game 
switches to FMV, you re torn away 
from the game world and reminded 
that you're watching a movie, in both 
of our examples, it's important that 
the connection between the game 


arid the piaver is never broken, or ti^e 
whole insnisfsive experience comer- 
to a cirindiiig liaft. 

Hav iijtj said that though, 1 think it 
wouSd be pretty cod to pkiy a Fina! 
FirnttiSfumne wltti 100% spoken dia- 
ieg.-p h? a complex story driven 
yac d ''s' = that wuuSd make such a 
drft be osbie ta haartne erno- 

liii s '•! a cti 'lactt.'' u. - -d would 
add a ‘ >t mo.e hf*' lo tn.,'' '*'dr-<cters. 

Sfll '^boogh, v'ju'te light there's 
no way , '•h-‘M:ier'a voice wiit mak:ti 
ever^ ifu'itse acH lodivkhial 

of 

thar c! r. acter. 
But tiisnk of It 
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A Should characters talk, or shouldn't they? 


tc- Wdteh a 
moiTe v\'ith no 
spoke ■I dia¬ 
logue, rnjnt? { 
ihink we udii 
foach a happy 
nuKiiu.!’!!) for 
a V e f V 0 ri e , 

.i^nyways, its 
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pcv'Vi^rtt'l enOiiyr; 
nigs like d'sisi 


What up, PSM? I have a couple of ques¬ 
tions that I hope you can answer for me, 
and for, anyone else that's wondering 
about the same things; 

1. Do you guys have modded 
PlayStations, or do you have a separate 
systems to play imports on? And also, 
do you purchase CDR copy games? 
They are a lot cheaper, or do you just 
buy the originals? 
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Eadi month, we put the controller down for a moment to focus on a different aspect of PlayStation gaming. We 
invite debate, so please chop us your opinion on this month's topic at PSM PAUSE, c/o Imagine Media, 150 North 

(ju^ hesuretoput "Pause" 
responses here in this section. 


Drive, Brisbane, CA 34005. Or, you can e-mail us 
as the subject heading). We will run die best <rf your 


This MontH'S Topic; 

Sports Games: Time 
For A Change? 

've always had a gripe with sports games, 

because too many of them _ 

suffer from the same problem: they 
just aren't fun to play. Yeah, the right 
names are on the jerseys, the stats 

are correct, and the arenas look like _ 

the real arenas. But no matter how 
realistic a game is, that doesn't guarantee it's going to 
be fun. [ think the problem is that we've got too many 
sports jocks making the games, instead of gamers. 

Now, of course realism is important, but these 
days, it's a given. Developers have spent the last few 
years cramming every possible stat Into the games, 
and now everyone is on a pretty even playing field. 
The next big step is to combine that realism with a 
smooth, easy to pick up gameplay experience. You 
know how it's so easy and addictive to pick up a great 
action game and just run around? That's what sports 
games need. And no, I'm not saying that every game 
should play like an NFL Blitz or NBA Jam. 

I want a sports game with easy, streamlined con¬ 
trols that still allow for lots of creativity. I want the fast, 
crisp action that you usually only get with other types 
of games. I want in-your-face action, crowds that real¬ 
ly roar, and players that aren't drones. And yes, I still 
want the realism; the real players, stats, and so on. 

Here's another point to ponder; Do we really need 
a new version of each sports game every year? I 


mean, aside from 
the updated ros¬ 
ters, the changes 
are almost always 
trivial. Once the 
PlayStation 2 brings 


Too often, stats run the game 
while tlie player i$ benched^ 


'■‘Sfortb Gflnries ««« 
□evDiD OF emcmaN 

AND FERBDNflUTYl’ 


Pause Feed sack: May 

VVKat Do Vbu VUant lb 
See In The Mew PSM? 

Here are your responses to our Pause topic for issue 
21 (May, 1999), It was tough trimming down the 
tremendous amount of letters we received to the few 
that foltow, so we tried to pick; ones 
ly different angle to the subject. N( 
you had to say... 

Lengthen Nihon Game Otaku 
to three pages and Tokyo Flash to 
two, and review anime also, 
more merchandise. I can't wait for 
a silver Smiley sticker! 

Philip Hanan 
phi lha nan@hotmail .com 

The biggest gripe I have about the 
magazine (and I love it, by the way) is that 
your reviews are too short. Also, you usually waste a 
paragraph on the background story of the game, 
which isn't necessary. I want to know how it PLAYS! 

Here's one vote for keeping the Japanese/import 
section to two pages MAX. I don’t understand what 
the fascination is with Japanese games that aren't 
ever going to hit the US! Other than that, your maga¬ 
zine just needs more naked women. 


in online connectivi¬ 
ty, there's no rea¬ 
son we shouldn't 
be able to simply 
download updated 
rosters to work 
with the games we 
already own. Of 
course, that might 
not prove as prof¬ 
itable to developers... 

Let me know what YOU think about the current 
state of sports games, how they could get better, and 
where you see them going in the future. Am I just 
being too picky? Or, are things even worse than I 
made out? Let me know what you think! As always, 
t probably won't run the longer letters, and if I do. I'll 
have to edit the hell out of 'em. So, please save me 
some time by keeping your responses brief (and don't 
forget to include your name and email address)! 

:■> Chkis Bl-at-e 


Jason Skudlarek, jskudlar@sas.upenn.edu 

I think in your new mag you should have bios of the 
guys who make the mag great I love you people— 
Just on a friendly level, though. 

Erik Rohr, nofx_102@hotmail.com 

New fonts—something 

more futuristic and edgy. 
Needs to reflect the personality of 
the things to come in the 
future, especially since 
PlayStation 2 is looming in the dis¬ 
tance, A new color palette would¬ 
n't hurt, something bold and atten¬ 
tion grabbing. 

Letters section: Gone, or 
maybe just a page. Use the extra pages 
to cover more peripherals and gadgets 
that will be coming out. Also, perhaps 
a Web section. Something that covers what's 
going on with the PS and the web; submitted fan 
sites, news sites, corporate web addresses. Plus, you 
could use the space to plug your own site more. 

Ryan Roettele, mothership@hungover.com 

Your "Backlog" section is too small now. In the future 
It should include ever/ review you ever did. It should 


also have a list of 
those Cliff notes 
for each game. It 
would take up 
more space, 
but it would 
be cool. 

Mark Mollineaux 
themollineaux 
@excite.com 

Keep the "What 
Do YOU Think?" 
and the "This 
Month's Cover" 
sections in Start. 
The poll provides 
readers with a 
nice chance to 
have their voices 
heard. Next up, 
please devote a full page to the Peripheral Reviews, 
instead of sticking them at the bottom of the Monitor 
pages. Also have a quick check guide that rates the 
peripherals you’ve already reviewed in past months 
{like an archive). 

The lid, CD and memory card stickers are nothing 
more than a cheap and shameful gimmick — I like it! 

I wish you could include them (and posters) with 
every issue. 

Jason George 
georgej@valero.com 

Why not have a "Readers' Top 10 Most Wanted 
Games" list? Plus, a section where readers send in 
their thoughts on games that you guys reviewed. 

Jesse D Salbato 
ispider@juno.com 

A review section on Japanese games would be great, 
since people will often import a really expensive 
game, and when it finally comes In, it sucks. 

Michelle R. Offutt 
moffutt03@sprynet.com 

The one thing I would like to see is reader reviews, to 
hear from the average folk — not that I don't trust 
you. Also, make more Smart Bombs! 

Daniel Dodd 
markd3@sunsix.infi.net 

If- CHRIS: I can't wait to roll up my sleeves and 
get this "new" PSM ready. At the same time 
though, there's no way in hell I'm going to allow 
this book to loose any of the cool stuff that you 
guys love. That's why we're taking our time with 
the redesigns, to make sure we get 'em just right. 
When we're ready to move, you'll be 
the first to know! Thanks for the advice! 
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(Continued from pg. 102) 

2. Are you guys gonna put another smi¬ 
ley lid sticker in your mag soon, because 
I hella want one bad. You know what 
else would be cool? If you made differ¬ 
ent colors besides yellow and gold. 
Maybe like a shiny midnight blue or a 
ruby red, that would be cooil 


3. Hey Noah, what kind of turntables do 
you have and what kind of music do you 
scratch to? And do you have any sample 
mixtapes for sell or maybe even free? 


Thanks guys! 


Peace... Kemo 
kemo690@hotmail.com 


► NOAH: 1. We use 3 combination 
of both blue debugging PlayStations 
and chipped consumer grey 
PlayStations. Lately we've been 
using Game Converters from 
innovation, which allow you to play 
tmpoft games on any PlayStation, 
even games like Um Jammer Lammy 
and FFVill with the new territorial 
lock-outs. We use only legitimate 
software here at PSM. None of us 
own a single bootleg or illegitimate 
game and would never buy or^e. Not 
only is it illegal and immoral, but half 
the time those knockoffs don't work. 


2, You can definitely expect more 
bonuses in future issues. The mid¬ 
night blue smiley lid sticker 
isn't a bad idea. 


3. My decks are Techniques 
1200's and I use a Vestax mixer. I 
buy a lot of Hip-Hop, some 
chunky funky spacey 
house music, and other 
trippy tunes. I've done a 
couple underground 
mix tapes, but on a 
very small scale. I'm 
working on ariother 
one right now. 
though, 1 don't 
anything to send. 


Hi PSM! I have a few 
questions for you: 


When Noah's not playing games (which 
is rare), he's busy mixin^ ana scratchin'* 


1 . I heard that Capcom was making a 
Darkstalkers vs. Street Fighter game. Is 
that true? 


2. If Capcom or Konami makes classic 
games for the Playstation, are they 
going to include more than one game 
on a disc? A compilation of all the 
Castievanias would be pretty good. 


3. Man, isn't candy corn delicious? You 
should go out and buy some right now. 
Yes... candy corn mmm... delicious... 


4. What ever happened to the Double 
Dragon series? It was a great game, but 
I haven't seen a game in that series for 
a very, very long time. I 
think this game should 
have gone on to the 
layStation, or at least 
some other system. Don't 
you remember how fun 
the games were? 


5. What in the hell is the 
deal with Lunar? My mom 
ordered it in December 
from EB and the damn 
thing still hasn't come in 
yet. I read your release 
dates and just wanted to 
know what in the hell is 
keeping Working Designs 
from releasing It. 


'e you guys ever Into the 
je Mutant Ninja Turtles craze? 


n your May 99' issue the letter 
section had a picture of a cool 
island blue Dual Shock Controller with a 
blurb saying about how they aren't due 
for mainstream release in the US for a 
while,., this made me kinda mad... I 
went to Best Buy the next day and they 
had black, emerald, grey, and the 
coolest of all Island 
Dual Shock con¬ 
trollers! Is this a 
fluke, or a mistake 
in the magazine? 


Drew Wilcken 
rikuo24@hotmail.com 


►STEVE; Hey Drew, how's life? I 
don't have anything realty funny to 
say right now, so let's just jump right 
into your questions: 


1. To my knowledge, there is no such 
game being developed. The only way 
you can play Darkstalkers characters 
versus Street Fighter characters is in 
Marvel vs. Capcom. And the only 


Anyway, your magazine is awesome so 
keep making it the best mag there is, 
and add more free lid stickers. 

Randy Senn 
LittlBUGer@aol.com 


Andrew Doney 
xpsxx@aol.com 


There was a tetter 
in the May PSM issue 
about someone asking that 
he couldn't find any col¬ 
ored Dua! Shock con¬ 
trollers and you said 
that he would have to 
go to the local import 
store to get one. 

Well, I was just at 
Target today and I saw 
the official Sony 
marked, Sony licensed, 
colored Dual Shock con¬ 
trollers. There was blue, 
black, clear, green, and the 
normal gray if I remember correctly. 
Now, I don't know if Target all of a sud¬ 
den became a huge import store, but I 
just wanted to correct you on that. 


Oark-jtaiki^r’i chjjrestsr you can 
there Is iVlofriqan. 


use is 


2. I have dreamed oiter. of a 
Castlevanla colleetien that would 
feature new FMV segments aiOD 
improved graphics, but! don't think it 
will ever happen. There just Isn't 
enough interest in it. h? fact, the only 
company that is still releasing classic 
games right !>ow Is Midway. 


3. Uh... I don't rsaliy know how to 
respond to somathing like that 


sust 


wefen’t 


ini; tiTf- controiic'rs were comiirg 
tv;irs untti the i,ssiie vvbs being 
:':yd. For fhose of you who rion't 
■v’;ov.' what vve are talking sibout. 




'ieassd severs! irsw cc*>or 


v.;!r!st'!ons of toe Dual Shock co 


trailer. 


colors now avoF,.-;b's: 


h’Duda giv-e.n, hX le,- grev, dear ar-i 
biacx. Th-,ry ;ook p! etty darn, coot. 
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already assume that ail of you 
at PSM are familiar with the 
videogame series, Tckimeki Memorial. 
For those who do not know, it is a dat¬ 
ing simulation game released by 
Kona mi. The game was released in 
Japan back in 1994 (the PlayStation ver¬ 
sion in 1995), and now, five years later, 
the series is still very popular. It has 
proven itself in the test of time. I have 
been waiting for this game to be trans¬ 
lated into English, but Konami doesn't 
think the game would work here. I 
don't agree. Sure, a dating simulation 
may sound unusual, but wouldn't a new 
genre be good for America? Look how 
good games iike Parrapa the Rapper 
and Pokemon did here. There are so 
many fighting games and racing games 
out there, I would iike a change in pace, 
Tokimeki Memorial could easily fill that 
gap. And since the PlayStation 2 is sup¬ 
posed to be backwards compatible, a 
translation is still conceivable for 
Konami. I am running a petition drive to 
have the game translated into English. 
The URL is www.spaceports.com/ 
'-omicronS/tokimeki/kiramekidrive.html. 
If anyone wants to learn more about the 
game or sign a petition, 
please visit. ^ 

Thanks 
for your 


Chris Tobita 

mano3place@fcmail.com 


Sadly, i am not the biggest fan of 
candy corn. It Just feels like you are 
eating a piece of wax with some 
sugar in it. Now, if you are talking 
Red Vines~l'm there! 


PlayStation taken away for whole mark¬ 
ing periods for conflicts with my school- 
work. In my opinion, always do your 
homework to the fullest extent before 
you kick Sephiroth's ass, or whatever. 


► STEVE: If you look at ail the 
games that have been released in the 
U.S. for the PlayStation, the only 
genre that is not available is the dat¬ 
ing simulation. Amazingly popular in 
Japan, dating sims account for a 
large number of games that are sold 
each month. As you mentioned, 
Chris. Tokimeki Memorial is one of 
the most popular games in this genre 
and is developed by Konami. In fact, 
here's something interesting that 
most people probably don't know; 
Hideo Kojima, the man behind Metai 
Cear Solid, is also the producer for 
the Tokimeki series. Go figure. 


4. Double Dragon was easily one of 
the best and most fun games on the 
NES. I might be wrong, but I think 
the Lee brothers' last appearance 
was when they teamed up with the 
Baftietoads on the Super NES. I am 
not sure what they are up to now, 
but there are rumors that they might 
be making an appearance sometime 
in the near future. Let's hope it's on 
the PlayStation (and that it's good). 


Pete Middleton 
frankyboy@bigplanet.com 


Unfortunately, I don't foresee a dat¬ 
ing stm ever getting released in the 
U.S. The culture is just far too differ¬ 
ent from Japan. However, if a com¬ 
pany (ike Konami did take a chance 
and bring one over, 1 think they 
would be pleasantly surprised at 
how well it would sell. 


5, Be a little bit more patient. Drew. 
Lunar Is coming. Working Designs is 
working night and day on the trans¬ 
lations so the game should be out 
by the time you read 
this, i can't wait to 
ail the cool 


see 

extras that are 
coming with 
the game. 


6. In just 
two words: 
Hell yeah! 


Illustrations Ryan Kinnaird 




time, 


^ A Like 'em or not, dating sims are 
HUGE in Japon. Hey, otaku need iove, too! 




I just read 
issue 21, and 
my attention 
was drawn to 
the very first 
letter in the 
back of the mag. 
What's that guy 
smoking? I have a 
whole lot of expe¬ 
rience in the 


► NOAH: You have a very good 
point, Pete. There is definitely some¬ 
thing addictive about the PlayStation 
and for most of you, its grip has prob¬ 
ably taken over your life at one time 
or another. But put it away if you 
have to. Get it out of sight of what¬ 
ever it takes if you have homework 
to do. it is a definite distraction for 
some and if it's just sitting next to 
your desk tempting you all day, the 
work you do get done will inevitably 
be rushed. As f have said before, the 
PlayStation is a total blast when 
you have time for it and does 
wonders for taking your 
away from all the 
stresses of fife, school, the 
looming 21st century. You 
just can't let it take over. 
Besides, it's summer! 


▲ Rumor had it that both Fmctl Fantasy Vlli 
and fX were being: made at the same time^ 


homework vs. PlayStation area, and t'd 
have to say that homework most 
definitely comes first. The month I 
got my PlayStation, I had my privi¬ 
leges reduced to weekends only, 
because I was rushing through my 
work just to play the demos that 
came with it. DEMOS! It is a truly 
strange hold Sony has on America's 
youth. That week I failed a couple of 
Spanish tests. I've also had my 


'm sorry, but the bias over 
at PSM towards the 
PlayStation 2 in your 
news section was way 
0 much for me. I 
mean, have you guys 
lost all common 
sense? Has 
every magazine 
who's seen the 
PlayStation 2 
gone nuts? I 
mean, usually 


everyone reserves their opinions on a 
system until the games start flowing in. 
But with the PlayStation 2, everyone's 
automatically hailing it as the next num¬ 
ber-one console. 

Anyone notice that they expect to 
release the machine next Fall, but yet 
there are no games for it? I mean, how 
do they expect people to complete 
games in only 18 or so months? Only 
Core has been able to pull off such a 
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nr/ I'fe and writing for vlueogsma 
magazines for the past ten years, it 
isn't ai! that easy to iiTipress me. So if 
everyone's taikirg about iiovv great 
this thing is, maybe you should just 
quit worrying and accept that this 
thing is going to kick major ass. 


Hey guys! I eagerly await you next 
Issue. Now,! have a few questions that 
have been bothering me: 


1. In your February issue, #18, in your 
gossip section, it was talking about a 
secret project that Sony was working 
on, the "PlayStation 1.5". I was just 
wondering if Sony is still working on it 
or if it has been canned. I think it would 


be way cool if you could play all the old 
games, but with better detail. 

2. I am still not sure on this because I 


SiberioS@aol.com 


► CHRIS: You're right, the games 
are what it's all about, and until we 
see those, we can't be 100% sure that 
this thing is as great as we say it is. 
But really, the PS2 is as close to a 
sure thing as you'll ever see in this 
industry. I've personally seen demos 
running on early versions of the PS2 
technology, and I can attest to its 
power. And after playing games alt 




' '.I Ls:; Sfj fii. > >: .'.F 


A Re 1 ox,p RyaHjr Ehrgeh ts definitely on the 
woy, tind yes, it is good! 


timetable, and it's gotten them some 
pretty negative reviews of Tomb Raider. 
Before you guys start heralding the 
PlayStation 2 as the next Big One, you 
should wait until you see some games. 


have been told different answers. Is 
Ehrgeiz coming to over here to the US 
or not? I think that game looks very good 
and I want to try it. 


3. In your April Issue, #20, a kid wrote a 
letter asking when Final Fantasy IX was 
coming out, and you said it was coming 
out this spring in Japan and could come 
out in America as soon as September of 
'99. I was just wondering if that was a 
typo or if it really is. If it is, why is no one 
talking about it? No magazines have pre¬ 
views for it, or even a few screen shots. 


4. 1 love your Top This section and it is 
the thing I look forward to the most. But 
the problem is that you always have the 


Welcome to the Fan Art section! Each month we'll be taking a look at the coolest PlayStation fan art 
from the hottest new talents around. If you've done an illustration that you'd like to see printed here, 
then by all means send us a copy! (We'il take originals too, but we won't be able to return them). 
Address it to PSM Fan Art, c/o Imagine Media, 150 North Hill Drive, Brisbane, California 94005. 
Even better, if you have the art in a high-resolution digital format, e-mail it to us at 
psm@imaginemedia.com, and label the subject heading "Fan Art." Now get busy making that art! 
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; What a coot shot of 
Razlell If we could 
draw like 
i we'd be rich! 

? keeps the FFVf- 
ff fan art rolling this 
months. Check him 
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newest games on it, witch I can under¬ 
stand, but then there is no time to 
master the game and get your hard chal¬ 
lenges, so 1 always thought it would be 
real cool if you had older games in it. 
Then maybe the competition would be 
more fierce. 

Ryan Hall 

PLAYSTATIN@AOL.com 


►NOAH; Mmm, leftovers! 

4. Your question actually supports 
our argument for using Oi'iiy new 
games. We want our challenges to 
be extremely tough with tight time 
constraints, so that we only get the 
most hard-core and talented gamers 
entering. We are looking to recognize 
the best of the best out there. Plus 


pictures of the Sfreef Fighter Alpha 3 
PocketStation game is because there 
isn't arr option for it in the U.S. ver¬ 
sion. There is a rumor going around, 
though, that Capcom did include the 
PocketStation support, but it can 
only be accessed by some sort of 
special code. As soon as we can con¬ 
firm this, we will try to print the code 
in the magazine. 


►STEVE: Hey Ryan. I am going to 
take care of a few of your questions 
and then we'll get Noah will finish off 
the leftovers; 

1. Now that the PlayStation 
2 has been announced, 
there is no reason 
for Sony to go 
through with its 
old PlayStation 1.5 
plans. The company 
probably took a lot of 
the ideas from the 1.5 pro 
ject and included them in 2 . 
Unfortunately, it doesn't look like 
PlayStation owners will ever get to 
see standard PlayStation games with 
enhanced graphics. Unless, of 
course, you use Bteem on a PC. 

2 . Ehrgeiz is certainly coming to the 
U.S., and the company that is going 
to bring it to you is Square EA. Look 
for the game in stores anytime after 
the first part of May. 

3. There have been constant reports 
that Square was working on Final 
Fantasy Vilt and IX at the same time. 
The games were to share a similar 
look and feet. However, now that 
Sony has released Info about the 
PS2, things might be changing. 
There is a high possibility that FFIX 
will come out on the new console 
instead of the current PlayStation. As 
soon as we find out more details we 
will report them in Monitor. 



we don't want to give people a lot of 
time to find ways to cheat. The con¬ 
tests are usually over before any 
codes are released. Believe me, the 
competition is plenty fierce as it 
ft is. We get hundreds 

e of entries per 
challenge. 

9 I hate 
to bore 
you, but I 
have some 
questions. 
Answering them 
would certainly be 
greatly appreciated. 

1 . You didn't really explain or show any 
pictures of how Street Fighter Alpha 3 
supports the new Sony PocketStation. 
While I’m still on the subject, can two 
people raise their own characters 
and fight against other people? 

This option would be cool. 

2. How does the new 
Tomorrow Never Dies 
game support two play¬ 
ers? Is there a head-on fight 
against each other, just like the first 
person mode in Goldeneye? 

Simon Yang 
San Jose, CA 

►STEVE: Hi there, Mr, Yang. How 
are things in San Jose? 

1 . The reason that we didn't include 


2. It is 0 lot like Goldeneye, except for 
the fact that the Tomorrow Never 
Dies is played in a third-person per¬ 
spective, instead of the lirst-pereon. 
EA is going to reveal more about the 
game's multiplayer aspects shortly 
after E3. Stay tuned. 

it seems that every month more and 
more unoriginal, amateurish games are 
released. I haven't seen many games 
that are truly "good" games — games 
that make you feel like you're there, that 
bring out emotions to totally emerge 
you in the experience. 

What I'm trying to say is that this 
industry has bored me to the point 
where 1 do not want to buy games any¬ 
more. ! haven’t touched my PlayStation 
in months. What this industry needs is 
more emphasis on mature, adult 
games. More horror adventure 



igaiTies, 
but no 
shoot- 
, em- 
'u p s . 
More 
movie- 
type games. 
Companies should 
stop focusing their energy on sequels, 
sports games that you buy and then buy 
again the next year, and games that 


totally rip-off other games. 

With the immense capabilities of the 
PlayStation 2, I hope to see a vast 
improvement in the overall quality of 
games. 1 don't want to let my systems 
collect dust, I want to use them, but I 
need something to compel me to pick 
up the controller again. 

Ben Zeman 

zeman@globalnetisp.net 

►CHRIS; Wow buddy, it sounds 
like you're really down in the dumps. 
I agree that completely unique ideas 
are few and far between, but 
c'mon—there are still plenty of great 
games coming out all the time. Yes, 
there is also a lot of crap on the mar¬ 
ket, but it's no different than any 
other entertainment industry. Cheer 
up Ben, take a good look around and 
I think you'll find that things aren't 
quite as bad as you think. 

I was reading the May '99 issue and the 
first thing I read was the PS2. I looked 
at the ''PS2 at a Glance" and I saw that 
the Playstation 2 is 100% Compatible 
with all of your original Playstation 
games and peripherals. So what does 
this mean? 

Does it mean that you can use your 
Dual Shock, Memory Cards, 
Gameshark, and games, right? Because 
I don't want to buy all those thing over 
again. Do you know how much those 
things cost me? 

Joe Burns 
joebrns@usa,net 

►NOAH: Joe, you can rest assured 
that stuff will work with the 
PlayStation 2 , including the 
PocketStation. The GameShark I'm 
not sure about, but Interact will be 
working on a PlayStation 2 
version if it doesn't. 
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If you're a good gamer, you can win cool prizes and see your name in print! 
One winner will be selected from each challenge, so get your entry in early. 
Send in your entries, with the name of the contest printed on the envelope, to 
PSM Top This!, c/o Imagine Media, 150 North Hill Drive, Brisbane, CA 94005- 
Include your return address. Sorry, no e-mail or videotape entries allowed, and 
remember, we can't return any pictures. Enter today! 


You can win 989 Studios game coliections^ e^s^inlf 

. Winners also receive the 
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hen will our madness stop? As each month 
passes, the prizes for the Top This! contest 
continue to get better. Each month, we think that 
we have come up with the ultimate prize package that 
cannot be beat. But then, somehow, the next month we 
come up with a bunch of new prizes that are even 
better than the last. This month the winners, to begin 
with, receive 989 Studios game coilections, inciuding the 
top tities Syphon Filter, NFL GameDay '99 and MLB 2000. 
Also included are Cool Boarders 3, SXtreme, NCAA 
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, both from Mad^ 
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GameBreaker '99, NCAA Final Four '99, Twisted Meta) III, 
plus 989 Studio caps. That's just for starters, though. The 
three lucky winners also receive the latest version of the 
Interact GameShark which allows you to search games for 
your own codes without a PC, using the new "Code 
Generator". The new GameShark also comes with a "How 
To Hack Like A Pro" video. Very cool, but that is not all. 
Winners also receive the fantastic Dual Force Handheld 
Racing Wheel, as well as a Data Deck, both from Mad Catz. 
How long can the PSM staff keep this insanity up? 


CHALLENGE #1: 

Need For Speed; High Stakes 

GET THE BEST TOTAL TIME 

Need For Speed is a fantastic racer, especially its one- 
player mode. We want you to earn the fastest car you 
can, then race it on Landstrasse in Germany, Race in 
the one-player Single race mode without traffic, and 
weather and at night. After two laps, we want you to 
take a picture of the screen (appears during the 
replay) listing the total time for both laps. The best 
total time for both laps is what we are looking for. 


CHALLENGE #2 


Lunar: Silver Star Story Complete 

FIND ALL THE BROMIDES 

Lunar: SSSC comes with a new challenge for role- 
playing fans: find every single bromide! Nash begins 
the game with Mia's Bromide #1 equipped and it's 
up to you to find the rest. If you can find them all — 
you'll get a chance to see the lovely ladies of Lunar 
in everything from bathing suits to "short shorts." 
Sound intriguing? The first one to send in pics of 
each of the full-portrait bromide shots gets the prize! 


CHALLENGE #3: 

Ape Escape 

GET 100% 

All those crazy monkeys are on the loose and it's up 
to you to capture them. We tell you how to do it in 
the Ape Escape strategy in this month's issue, but it 
will still be tough. We want you to collect all the mon¬ 
keys and all the Specter gems. Then take a picture of 
the Save/Load screen where it shows the completed 
percentage. The first person who can prove that they 
received a hundred percent wins! 



hese winners received Metal Gear Solid action figures and these games from Activision; 
Apocalypse, Asteroids, Civilization II, Grand Tour Racing, Guardian's Crusade, Judge Dredd, 
Legacy of Kain: Blood Omen, Mech Warrior 2, Nightmare Creatures, Pitfall 3D, Pool Hustler, T'ai Fu, 
^^nchu. The Fifth Element, Vigilante 8, Blast Chamber, Power Pro Wrestling and Time Commando. 


Silent Hill 

HIGHEST STAR RATING 
Steven R. Bouie 
Nashua, NH 


Rollcage 

BEST TIME ATTACK 
Tommy Kilgore, Jr. 
Fredricksburg, VA 


Legend Of Legaia 

MAXIMUM DAMAGE 
Eric Donohoo 
Burlington, KY 
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Welcome to Otaku Station, the official PSM 
gift shopf Here you can find high-quality 
PSM-branded clothes and gear. Each item is 


rhB only place on earrh ta buy caol afFiclal psm 
shirrs, bars, and arher special collecribles 


personally deemed cool by the PSM staff 
before bitting this page. Take a look around! 



PSiM'S ^^1 
r OTAKU OPTUS mNm ^ 
CUAITON [JWFAtR OP WNSWC, AH. 
k THANKS FOR SHOPFINtr j 
wnwusf 


^ you CAN ^ 
N&V&R &0 WRON^ 
WITH OUR D’-PAQ T. 
, POeSNT IT LOOK 
OCfOP? ^ 




WE'RE ALWAYS 
OP0N, SO STOP BY 
AS MUCH AS YOU 
LIKE/ THANKS FOR 
\ SMOPPfNtrl y 


m^ Cmi 6K4TB 5T1CKER 


Li'-/;; 

. V 1 j'V \ ' ’ 
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THANKS, 

4IKO/ 


WE'YE ^ 

: SOMETHiNO FOR 
BVBR/ONB COOL ON 
YOUR LIST, SO TAKE Ai 
LOOK AFiOUNP/ 




V H0UO! V 
WELCOME TO 
OTAKU STATION! ' 

THE BEST PLACE IN THE 


UNIVBPS0 FOR QUALITY PSM 
M0PCHANPIS0! ANP NOW I'P 
tzv LIKE TO INTROPUCE MY OOOP 
FRIENP, t^HU-KUN/ 
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6” X 6” 






SHORT-SLgEVE BANZAI 


■HND if you -buy mOBB T+H-RIN 1 ITBIYI, YOU^LL GBT T 4 H 1 S 


eomoN 


lYl VINYL 




SKBTB STlCKeB B-BSOLUTBIO 


To a-RD-E-R RY RRONE JUET CRLL. 1-BBB-H-EB-1300 

{m-E^CMflNQTSe D«D-E-RS ONLY) 

r — - - -- - - - 

To order anv of these items, just fill out this form and fax it to 
415-821-0299, Of mail it tO: PSM c/o Intaglio, 1616 Vork 
Street, San Framdsco, CA 94110 


TO DRY 




Order Form 


□ Check or money order made payable to 
Intaglio.” (Sorry, no CODs.) 


Name:. 

Address: _ 

GitV:^_ __ Siatej _ Zip Code: 

Phone Numher or E-Mail Address: 

PSM Baseball Cap:. .Quantity:. 


□ visa 

Account Humber: 
Expiration DatO;_ 


□ Mastercard 


□ AmEx 


CYOur aciiouDt will ha charged bv mianllo.) 


signature: 


X $19.50= $. 


Short-Sleeve PSM Butt$efe.[r:OUTl SOLDi@m:SQLCLQLPf!$3®ED€eil 

Short-Sleeve PSM D-Pad T:. ..........Quantity: _ X $14.50= $„ 

Short-Sleeve Banzai Chibi-Chan T:.Quantity:. 

Long-Sleeve Banzai Chibi-Chan T: .Quantity:. 

Banzai Chibi-Chan Vinyl Skate Sticker:..Quantity:. 

CALIFORNIA residents add 3.5% sales tax.,..,,..... . $ _ 

SKIPPING & HANDLING:.....United States... . add $5.00 

Canada . add $7.50 

International . add $15.00 


X $14.50 = $ 
X $24.50= $ 
X $ 3.50 = $ 


TOTAL $. 


Order must include payment. Products subject to availability and may change without nottca. Please allow 4-6 weeks for delivery. All checks must be In U.S. dollars and drawn 
on a U.S. bank account. PSM is not responsible for any duties or taxes Imposed by countries other than the U.S. during the delivery of international orders. 


Size: 


XL 


/ TmNKS f \ 
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ANP If TMBRB 
ARB AMY pm 
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Size: 


L 


XL 


Size: 


XL 


Size: 


L 


XL 


Blue only 
Blue only 
Black only 
Orange only 
Navy blue only 
Shipping $1 .00 for stickers only 


Illustrations; Robert De Jesus 
























































































































































ilu^trafron: Robert De Jesus 
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PSM OPERATORS ARB 
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^ RE2 Guide, pt. 2 
^ BoFill Secrets 
' Diabio Guide 

PfJJS Gex 2 

Lid Sticker 


^ E3 '98 Report 
^ New Sony PDA 
FFVIII First Look 
Pfjjr: Ninja Poster 
from Eidos 


^ Metal Gear Strat¬ 
egy Guide pt. 1 
<- Tenchu Guide 
PfJjr: Giant Lara 
Croft Poster 


, rt:7 nrj 


TRIII Guide 
Parasite Eve, pt. 1 




PUiC Gold Smiley 
Lid Sticker 


#2'f • •£7.riG 

' Street Fighter 
Alpha 3 strategy 
' PlayStation 2 


^ Dino Crisis. 






Souf Reaver 
' Silent Hill walk 
through, part 2 
' Street SkSter 


^ Tekken 3 Secrets 
^ Gran Turismo, pt2 
^ NfSIll Guide, pt. 2 
PfJJS Crime Killer 
Lid Sticker 


' RE2 Guide, pt. 1 
' FF Tactics Secrets 
' Bloody Roar Strat 
FTJ/r: Memory Card 
Stickers. Tlo Cards 


^ Preview '98 
' TRII Strat, pt. 2 
^ Crash 2 Boss Strat 
ppri^ Memory Card 
Stickers, Tip Cards 
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Silent Hill 


walkthrough 
^ Tomb Raider 3 
secrets 

<* Metal Gear figures 


Own a complete collection of PSM! Strike a 
blow for freedom and independence by buy¬ 
ing ail the back issues you're missing. Round 
out your collection of the best PlayStation 
mag ever! Hurry, before they sell out! 


f; • ^ 
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' Tekken 3 Guide 
' NfSIll Guide, pt. 1 
Gran Turismo Strat 
PUiPi Memory 
Card Stickers 


Jinp , rc/ no 

I I rifj ■■I' / 


' MK4 Guide 
' Vigilante 8 Guide 
Einhander Secrets 
PUiPi MK4 2-Sided 
Mega Poster 


n/G7*£&7.GG 

<- Colony Wars Strat 
^ FFVII: Extra Info 
^ Tip Cards 
PfJJS Fighting 
Force Lid'Sticker 


^^/57*S7.GG 

^ TRII Strat, pt 1 
' Oddworld Strat 
" Tip Cards 
PLfJ.P "Lara Croft & 
friends" Lid Sticker 


fssr/fic- 

# 1 , 

# 2 , 


PA'f-^'HQW 

0 \m [ [ [ 


niArrr 

,"Grj[r[r 


(price includes shipping and handling) 


CALL l-BDa- 

('KFICK 155U-E 04=1 DBF! B OMLy) 
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rhe place ra buy, ebII, or rrade games, peripher¬ 
als, and anything else related to the playstation 


Got some oid games lying around iust col¬ 
lecting dust? Maybe youVe already tried the 
old "I got these by mistake for my birthday" 
excuse a! every shop in town, but no one will 
trade them? Then get rid of em here, for free! 



► Russ Forman 

How4man@mindspring.com 
Trade Type: Sell 

Description: i wanted to sell Bushido Blade 2 in 
mint condition {$30}, War Games Defcon 1 in 
mint condition ($25) and Cool Boarders 2 in mint 
condition ($15). Games come with instructions. 


Syedur Islam 

4007 Marseille Rd, 

Indpis, IN 46226^5447 

Description: I have some great business to take 
care. First of all I vM sell/buy or trade some prod¬ 
ucts. I want to buy or trade those Silent Hill NFS: 
High Stakes, Dex Drive, RE2: Dual Shock, 2 or 
more Dual Shock controllers, Gameshark, and a 
360 slots of Memory Card. Now somethings for 
you guys.., I am willing to sell my PlayStation (it 
has a PSM logo on the lid}, 1 normal controller, 
and Underground CDs Vol 2.3 & 2.4. All together 
$120 or best offer. Your price must be reasonable. 
Write me for details. 


Jormart Graterol 

manjor@hotmail.com 

Description: Tm selling Tobal No. 1 [The game is 
in perfect condition) for $20 and Total Eclipse 
Turbo for $18 (PSX), War Gods, Dark BiflBiast 
Corps, l/l/av'e Race, Bombermar} 64, and 
Bomberman Hero for $35, each one with box and 
instruction manual, Spawn and Mortal Kombat2 
$15 each one (SNES). I'm iooking for some demo 
cds and for an imported or U.S. Pocketstation. E- 
mail me for details. 


^ Ray Chung 

ZigiHerb51@aol.com 

Description: Tm willing to sell Gran Turismoirdnl 
condition) for 25 bucks, Game Day 99 (mint con¬ 
dition) for 30 bucks, and a memory card holding 
375 blocks (mint condition) for 20 bucks. 


^ Noah Fredriks 

rfred@toconic.net 

Description: I am selling lots of old games like 
Wipeout XL, Bldsto, NBA Live 98 for $15 each(all 
in good condition). I'm also selling Tekken 1, 
Doom, Nuclear Strike, Jetmoto 1 for $10 each [all 
in ok condition) also Tactics Ogre and Alundra for 
$20 each (in mint condition). I will also make 2 for 
1 trades for Parasite Eve or Metal Gear Solid. 


► M. Cheng 

scheng@si mplywe b. net 

Description: I've got a mint condition Colony 
Wars Vengeance for sale at $32 dollars or less. 
But if you settle for the provided $32 dollars, you 
will get 3 free demo disc. Choice of either a 
Volume 4 Sampler Disc [which came with my 
Playstation) or a Legend of Legaia demo disc. 
Demo discs are for sale at $10 dollars for both. 


►- Chris Roberto 

2198B Mineral Spring 

North Providence, Rl 02911 

Description: I am looking to sell or trade Sim City 

2000, Fighting Force & Tiny Toons: Great 

Beanstalk for Xenogears, Theme Hospital, 


Theme Park, {I heard there was a Theme 
Aquarium, but is it in only Japan? Til take it if you 
have it in English.) Si/or RE2 Dual Shock. All 
games are in great condition & basically played 
about 2 times. $20-30 each or best offer. I will 
also trade a game for a game. 


Nabad Reynoso 

30001 Golden Lantern 
Laguna Niguel CA, 92677 
Description: Selling Buster Bros Collection for 
$7. Namco Museum vol L 2, and 4 as well as 
Viewpoint, Resident Evil, Midways greatest hits 
vol 1 and 2plus AtarPsgreatest hits vo! 1 and 2for 
$12 ea. Wipeout XL, Star Gladiator, Ten Pin Alley, 
Destfuction Derby 2, Tempest K and Tekken 2 for 
$16ea. NFL Blitz, Need for Speed 3, Vme Crisis 
[not with gun), Point Biankiml with gun), Tekken 
3, Einhander, Vigilante 8, Raystorm, Colony Wars, 
Final Fantasy 7, Resident Evil 2, Wild Arms, Duke 
Nukem Time to Kill and yes, Metat Gear Solid for 
only $22 ea. All games are in perfect condition 
(only 3 are missing booklets), I need money bad, 
so contact me as soon as possible. If transaction 
is in person, HI drop the price a couple of bucks. 


^ Faraz Hussain 

emagius@netzero.net 
West Lafayette, Indiana (IN), 47906 
Description: Hi! I'm selling Alundra [$25), Dead 
or Alive ($20), Tekken 2 ($15), StreetFighter 
Collection (Super SF, Super SF Turbo, SF Alpha 2- 
Gold: $22), and a Barracuda dual-analogue pro¬ 
grammable controller [$10, Retail Price: $30). All 
items are in mint condition, with instructions and 
box/case. A/t/nc^ra and the Barracuda have hardly 
been used at ail. Tm willing to trade for Brave 
fer\cer Musashl, Colony Wars 1/2, Crash 3, 
Fighting Force, K3gefo:Deception 2, Klonoa, 
Marvel Vs. SF, Megaman Legends, Metal Gear 
Solid, Pocket Fighter, Resident Evil 2, SF 
Collection 2, Silent Hill, Soul Blade, Suikoden, 
Super Puzzle Fighter 2 Turbo, Tekken 3, and/or 
Xenogears. Even if your game (no sports games, 
please) isn't on my trade list and you want what I 
have, make me an offer. 


^ Jeff Christensen 

coo ly cat@hotma il. com 

Description: I have some games that I would like 
to sell or trade, I am selling Crusader No 
Remorse, Bushido Blade I Fighting Force, Cool 
Boarders 2, Nightmare Creatures, Future Cop 
LARD, Road Hash 3D and some demo disks ($5 
each). I have codes for some games. These 
games I am tying to sell for around 25-35 dollars 
or best offer. I might trade if you have a game that 
I want. 


► Ryan Hook 

14024 Crow Rd. 

Apple Valley, CA 92307 

Description: I am selling SaGa Frontier {$15) 
Blood Omen: Legacy of /C'afn($15} GameShark 
($10)Brave Fencer Musashi ($20) XenoGears 
($20) Rival Schools ($15) FFVIt ($10,1 st disc miss¬ 
ing) or all ($801. All are in mint condition with 
instructions. Will trade for Syphon Filter, 
Guardians Crusade or SF-Alpha 3, if it's out. 


^ Joe Krauska 

221 S. Parkdale 
Wichita, KS 67209 

Description: I want to sell Tombai Til sell it for 
$20-$30 or trade it for the following: Twisted 
Metat 3, Vigilante 8, WWF Warzone, or Moto 
Racer 2. ! will also sell WCW vs the World for 
$10-$20 or best offer I will negotiate w/ other 
games or accessories. 


► Tim Gebhart 

tim_gebhart@yahoo,com 
Description: i have Doom, Jet Moto, Madden 
98\ Pandemonium 2, Crash Bandicoot, Gex, 
Tomb Raider, Tenchu, Triple Play 99, Jeremy 
McGrath Super Cross 98\ Vigilante 8, Batman & 
Robin, Resident Evil DC, & FF Tactics. Looking 
for Ninja, MediEvil, Dual Shock Controller, 4 play¬ 
er adapter & Gran Turismo. I am willing to trade 
or sell any of these games. Ail games for $250. 


► Sam Gove 

TxdoMask@aol 

Description: I have been searching for the fol¬ 
lowing items: An "AV Switch "(that thing that lets 
people with new model PlayStations use the 
Guncon) I am willing to pay up to $30 for it. A 
Guncon for around $30 and Time Crisishr around 
$30. I am also wilting to trade any one of these 
titles for any peace of equipment listed above. 
Tenchi, Rival Schools, Street SkSer, or Armored 
Core PP 


^ Bighead 

1357 S. Walnut #3915 
Anaheim, CA 92802 

Description: I have Resident fv//($17), NFL Blitz 
($28), and Contra: legacy Of l/Var($l 5), all in mint 
condition. I would sell all of them for $50.00 or 
trade them all for Point Blank and Gun. 


► Aaron Brungardt 

psycho_dan@yahoo.com 
Description: I am looking to buy or trade for 
Jumping Flash 7 or 2 I am willing to pay $28, but 
no more because they are kind of old. If you want 
to trade, I'm willing to trade PGA TourW, WCW 
Nitro, ancl^or a 15 block memoy card. 


► Nick Gardner 

rockmani 22@hotmail.com 
Description: \ am looking for a US version of 
Dragonbail GT, (In good condition of course!), and 
for an acceptable price. 


^ Anthony Chrlstophe Jr. 

a chri stophe@cp-tel. n et 

Description; I will trade or sell The Need for 
Speed 3, Die Hard Trilogy WWF in Your House, 
and Space Jam (best offer). 1 am looking to buy or 
trade Meta! Gear Solid, Tenchu, Time Crisis, 
Resident Evil (2 or 1), and Theme HospitaL 


^ Josh Isford 

rupffnstuf@aoLcom 

Description: ! am looking for Metal Gear Solid. I 
am willing to trade any of the following games: 
Mortal Kombat 4, Magic the gathering; 
Battlemage, Oddworld: Abe 's oddysee, VigUante 
8, The Lost World: Jurassic Park, Ten Pin Alley 
Willing to sell any of these games for best offer 


► Robert Gould 

335 Great Bay Blvd. 

Tuckerton, NJ 08087 

Description: ! am willing to sell these games 
Final Fantasy Tactics ($25) mint condition, 
FroggerlSlO}, Fighting For£;e($20}mint condition, 
Destruction Derby 2 ($20)mtnt condition, Bushido 
Bfede($20)good condition,2 demo disks($5)each 
Good condition. I want to buy or Trade for 
Warzone2t00 and Final Fantasy 7. 


► Aiex Gutierrez 

607 Fox street 

San Fernando,CA 91340 

Description: I am looking to sell or trade the fol¬ 
lowing games: Bushido Blade ($15), Thunder 
Truck Rally { $10), and Warhawk ( $15). Tm look¬ 
ing for the following: King of Fighters 95, 
Grandstream SaGa, and Felony 11-79. 



If you'd like to place.your own, totally free 
ad in PSM, just jot down your name, 
address and/or e-mail; tell us whether 
youYe looking to trade, sell, or both; and 
give us a brief description of what you're 
offering or want. Be sure to include your 
city and state* Send all of that info to: 

PSM Marketplace 
c/o tmagirte Media 
150 North Hill Drive 
Brisbane, California 34005 

You can also send e-mail to; 

psm@imaginemecliaxom. {Be sure to 
put "marketplace" in the subject heading.) 
BTW, we car^'t vouch for the credibility of 
any of the people who place ads here, so 
swap at your own risk! 
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ComiNG NEXT mONT+H IN ISSUE 2*+ DE 


itttfeimt 


FtijfStattaa Itisazige 


Lf=IV5 T-H-E 5rY1f=ICK DDUUN ¥\T EH! 

Remember our blow-out E3 coverage last year? We were the only mag to print info on 
every single PlayStation game shown. Next month, we're gonna do an even better job, and 
iayeth the smacketh down as only PSM can. We're talking hundreds of new PlayStation 
games, so don't you DARE miss out on our most important issue of the year! 


Ithough it's doubtful that Sony's new wonder system wi 
^ should generate quite a bit of buzz behind closed doc 
vyill be signed, and new secrets are sure to leak out. ( 
re with our ear to the wall, to bring you up to speed on 


will be shown to the public, it 


course, PSM will be right 


go 


.E 71 ic=“r n-P'EiM nrYi-p 

\mJ mmmM I \mmJ I Imiai I ILwif til 

We've been telling you about this hot new I 
Well, next month we should get our grubby 
PLUS we're gonna cook up a complete wal 
the hell out of it, and he's chomping at the 1 


►ony game for some time now. 
mitts on a final copy for a full r^Mw, 
cthrough. Noah's already played : ^ 
it to share the knowledge, 




» I think ^ 

'f{ I JUST CHIPPEP 
V A TOOTH... > 


LITTUe^ 
r &\Ri. WH 4 T i 
CAH SANTA SU& 
&m YOU FOR 
\CNRiSTMAS?J 


^ BUTr.. > 

BUT yOU'RE 
N-NOr R£AU 


^ QAm ^ 
YOU, MfNU 
\WITCM! A 








M^ere are some 
f>aiting shots 
the PSM staff 
Idoing what they 
f do best—goofing 
^ off. 


^ "Need a little excitement? 
SNAP INTO tTl" Urn, Steve, 
could you like, show a little 
more excitement? Look os 
though you're reolly into 
thof beefy, chewy taste. 




X 




A Eug meets sex goddess Julie Strain. It's good to be the art guy. 


ONAY, ONCE 
MORE /iROUNP THE 
SANQSOX, THEN YOU 
OET THE HEU 
OFf ME. 




IT'S SO 

COOA TO MEET 
A WRITER FOR 
YO^UB! 

DO YOU 

PBAUY THINK 
I'M COYBR 
MATBR/Ai? 


,*.■ y \y '/.'-'.I'* 




A Okay, so 
here's the 
story; we reol¬ 
ly hove no 
ideo who this 
girl is* Noah 
met her in 
Miomi and got 
her to put on 
one of our 
Chibi shirts, 
and he kept 
pestering us to 
put this pic in. 
So here it is,. 
Um, she is 
cute, though. 


A Folks, it IS possible to overdo the Dew. 


'4 Noah's 
goroge is 
packed with 
oction figures* 
He just buys 
them ond puts 
them up on his 
shelf. Each fig¬ 
ure represents 
the crushed 
hopes of some 
small child. 
Damn you, 
Noah I 
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game boy 
Sega" 








nietendo. 64 


playstation. 

1: 



Obtain the latest codes from: www,§anneshark.com * 1.900,773.SHARK (Call costs SI .29/minute. You must be 18 years of age or have parent's permission.) Dangerous Waters Newsletter {For info call 410.735,4064) ■ Gamfng Mags ■ 
©1999 tnterAct Accessories, Inc. A R£COTOW COMPAIW. All rights reserved, 

















































You're a player. Smooth, suave and skilled. High scores, fast lap times enemies p^rhe as secon(Wfitur 

Your greatest strength? Resourcefulness. You’re known for reinfdrdng your ejq^eTlIsew sophisticated 

tools created. And now you have a new ally, its name, CameShark Prd. A video game enhancerproviding the 
greatest source of gadgets, weapons, endurance and intelligence required to complete any rriissipn. 

Your new strategy: Outwit the game. ' 
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reacquainted with an all-new GEX. 
And his Miss Adventures. 




• AU-new intuitive camera system guides you through hazardous 3D missions 

• Over 25 all-new disguises with new abilities like scuba diving and snowboarding 
All-new full-motion video link to Baywatch's Marliece Andrada starring as Agent Xtra 

• An all-new GEX spits fireballs, controls tanks, crocodiles, burros and more 
* Over 1,000 all-new celebrity impressions and wisecracks 


p ' . . 

kw* e idos i nteractive.com 
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ww w. c f ystald.com 






PjvTn'JnZlHBn ffc 


K< efutfacte^lr*d<yjn.vk? o*CiySWJ Sv3Cfysrli AH fights rc^iv^ Bdq* tntojclfsnefct fttrartwnJirffo?JSldQj^jptC® E'lT-OS. 

iwsjffti !™t®!iarts a( Swjf Ccftvpiitw En{*rT«irtfS5HTi Enc, Tbo FSfi(fs ieen it * «wj4mai1c «f iHp WflnK^'Qifliii# X(«iaaion. 

























Our goal is to preserve classic video game magazines so that 

they are not lost permanently. 


People interested in helping out in any capacity. 





visit us at www.retromags.com 


these scans, nor do we offer 


ttthe publishers themselves 
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do let us know 

























